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This time, Crash will have to work his way through huge, all new 


3-D environments. He’ll fly with a jetpatk, surf on a jetboard 


and saddle up a polar bear cub. He’s got new moves, he’ll meet 


’ characters and he’ll face plenty of dangerous new 


obstacles. It won’t take long to realize: Only the strong survive. 
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Sega is registered in the U.S. Patent and Trademark Office. Saturn and Sonic R are trademarks of Sega. ©1997 SEGA, P.0. Box 8097, Redwood City, CA 94063. All rights reserved. 
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San Francisco Rush 


Go to new depths with this great 
sub game! Check out page 079! 
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NINTENDO 64 


Earthquakes, exploding buildings 
and working subways! 


Four-player, split-screen 
Dukematch action. 


y From L.fl. to the mooo - 32 towering levels of 
100% interactive carnage! On film sets, in bars, on 
loving subways...no butt-ugly alien is safe from the 
wrath of Duke! Grenade Launchers. Shrink Rays. 
|||§Jjardcore 3D action. And graphics to kill for! 
'rji Duke’s coming to take out the garbage! 






have you made anyneuj year's 
resolutions For isse? 


LJJElcome 
ro holiday 

ISSUE IDS... 


Welcome to our gala Holiday issue! 
Once again, the ULTRA Game Players 
staff has gotten together and drunk 
way too... oops! Actually, we’ve gotten 
together and put out our annual 
Awards issue, where we let you know 
which games were the best in their 
respective genres. Plus, we’ve also 
included a 30 page strategy for the 
season’s hottest game — Tomb 
Raider 2! Now you can go all the way 
with Lara Croft. Heck, we did! And 
Frank, we’re renting out your car to a 
really nice homeless guy. You better 
come back from Scotland before he 
gets cable put in. Oh, and your back 
seat is now a hot tub... well, OK, not 
hot really, but it is wet! »> BILL. 
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V M haggis 

sheen a 


Frank o'connor 


foconnor@ultragp . com 

Editor Frank O’Connor’s resolution is to get back 
America as soon as he can. ‘I’ve had all the 
haggis I can stand!’, moans Frank. ‘Besides, the 
sheep are starting to spread the word about me.’ 
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roger burchill 


rburchLLl@ultragp . com 

Reviews Editor Roger Burchill has vowed that this is 
year he starts to wear the pants in his family. ‘I’m 
gonna tell Tiffany about it right away’, says Roger. 

Right after I get done doing the dishes and finishing 


the laundry. Oops, I forgot about the foot massage... ’ 



SB 


msalmon@ultragp . com 

Senior Editor Mike Salmon has resolved that this is 
the year he gets married. ‘I’m really tired of all the 
constant partying. I’m ready to settle down’, says 
Mike. ‘At least, that’s what my fiance Laurie tells me...’ 



flZH 




freyes@ultra§p . com 

Associate Editor Francesca Reyes resolution is a 
simple one. ‘I pronmise to be nicer to all the gamers 
who send in codes’, says Fran. ‘Besides, I’ve already 
mailed out all the exploding Thank You cards I had.’ 


c 


bill donohue 



bdonohue@ultra§p . com 

' Managing Editor Bill Donohue has made the same 
r resolution every year and has broken it every year. ‘I 
r can’t help it!,’ Bill whimpers. ‘If I don’t put the second 
r olive in the martini, the other one gets lonely and begs 
to be eaten... ’ 

... 

ERIC, DEBBIE & USA: ‘We don’t have any resolu- 
tions. We have demands! We want to go on a field 
trip to see the duckies and the chickies and the moo 
cows. If we can’t go, we’ll cry! 


ooo 


Winner, Best 
Action Game 
Ultra Award 
9.1 out of 10 

Ultra Game Players 

Gold (Top Award) 

Games Domain Online 

5 out of 5 

ComputerLife 

9 out of 10 

Computer & Net Player 
Zentropy! Online 

4 out of 5 

Computer Gaming World 
Next Generation 
Computer Games Strategy Plus 
Adrenaline Vault Online 
C/Net’s Gamecenter Online 


“IT’S A HIT” 

- CBS News/48 Hours 




“a complete blast to play” 

- Computer & Net Player 


“Tires screeching, motorists cursing, pedestrians dying - they’re all 
part of the macabre vehicular-homicide-is-fun world of Carmageddon” 

- Entertainment Weekly 


Available now at: 

CompUSA 
Electronics 
Boutique 
Best Buy 
Egghead 
Babbage’s Etc. 
Fry’s 

Circuit City 
Hastings 
Media Play 
Micro Center 

...AND OTHER 
PARTICIPATING 
RETAIL OUTLETS. 



BY GAMERS. EOS GAMERS." 


www.interplay.com 


“Vent Your Road Rage 


33 


- Newsweek 


“It’s been a long time since a driving game has been as much fun 
as Carmageddon” 

- Computer Gaming World 


“Very playable and addictive. 


SI 


- PC Gamer 


“the most impressive racing game around, and the most original game 

I’ve played in ages” 

- Games Domain Online 


“Go out and buy it! 


33 


- Ultra Game Players 


CARMftGtBBON 


The racing game for the chemically imbalanced. 

///_ Test drive the demo at www.interplay.com 

©1997 and trademark SCI (Sales Curve Interactive) Ltd. SCI is a trademark of SCI (Sales Curve Interactive) Ltd. All rights reserved. 
Interplay is the trademark of Interplay Productions. All rights reserved. Exclusively published and distributed by Interplay Productions. 



N o matter how good a videogame magazine 
may be, there are some things that you just 
can’t get from print. We can show you the pic- 
tures of the games, but it’s impossible for us to 
let you play the game for yourself, or even see 
the game in motion. Enter the 



ULTRA gameplayars Disc Edition. On the 
disc, which works with both Apple Macintosh 
and PC compatibles, you’ll find movies of 
all the newest, hottest console games, 
as well as playable demos of the 
biggest PC and Mac titles. Read the 
print magazine, check the web 
site, and view the disc to get the 
full ULTRA gamaplagars impact. 
Questions regarding subscrip- 
tions should be sent to: sub- 
scribe@gameplayers.com Faulty 
disc/subscription questions: 
phone 41 5-468-2500. Current 
subscribers can receive the disc 
by following the help line instructions. 


mac damos 

Battle Girl - A vector graphics 
looking shoot-em-up with trippy 
tunes and great game play. 

Close Combat: A Bridge Too 

Far - Battle the Nazi’s in Microsoft’s 
WWII ground combat masterpiece. 

Civilization II - Begin your empire 
in the Jurassic and build it through 
a future age of space flight! 

Harry the Handsome 
Executive - Scoot around in your 
office chair avoiding alien invaders. 

Postal - No one understands you, 
so just kill everybody. 


Quake - Do we really need to say 
anything about this? 

Gridz - A funky cyber-empire build- 
ing game. 

Settlers II - Tame a wild land and 
build your community in Blue Byte’s 
colonization game. 

Shadow Warrior - Shurikens are 
flying in this hysterical first person 
shooter. 


pc damos 

7th Legion - Repel the invaders in 
this great real time strategy game. 

Carmaggedon - Get in your car 
and mow down some pedestrians! 

Constructor - You’re in control, so 
run the city any damn way you want! 

Darklight Conflict - Space 
combat with gorgeous graphics. 

Defiance - It’s a bug hunt! 

Dungeon Keeper - You get to be 

the bad guy as lord of the dungeon. 

Excalibur 2555 - Evil is back and 
you have to find Excalibur to save 
the world. 

G-Police - Strap into your futuristic 
jet copter and enforce some laws. 

Hexen II - More mayhem in this 
Quake engine shooter. 

Incubation - Alien infested 
turn-based combat. 

Jedi Knight - Use the force to 
defeat the Evil Empire! 

Joint Strike Force - Fighter 
combat never felt so good! 


Mass Destruction - Blow things 
up real good! 

MDK - It thinks, therefore it kills. 

Moto Racer - Just like 
riding tfie real thing! 

Age Of Empires - The only way to 
rule the world if you’re not Bill Gates. 

Close Combat A Bridge Too 

Far - Battle the Nazi’s in Microsoft’s 
WWII ground combat masterpiece. 

Postal - Why should the Post Office 
have all the fun? 

Redneck Rampage - Aliens kid- 
napped your chicken, so grab your 
shotgun and have a blast! 

Tomb Raider II - Lara’s back... 

TUrok - The N64 spectacular in all 
it’s 3dfx glory on your PC. 

Worldwide Soccer - The best 
soccer game ever and you don’t 
need a consoleto play it. 

X-Wing vs. TIE Fighter - Fight 
for the Empire or the Rebellion. You 
gotta love this stuff!! 



Questions? 


I don't have access to the Internet, T 
but I’ve got a problem with the Disc 
Edition. Please write: New Nedia Group 
¥ c/o Imagine Publishing ¥ ISO North 
Hill Drive. Brisbane, CA 14005 ¥ 

(415) 4bfl-E500 


Batt legir 1 


demos Featured this month 
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installation 

macintosh installation : 

1. Insert the ULTRA disc into your 
CD-ROM drive. 

2. Double-click on the ULTRA icon. 

3. Choose your computer platform. 
Start68K for 680xx machines, 
StartPPC for Power PC machines. 

4. You’re on your way to 
gaming heaven. 

pc installation: 

1. Insert the ULTRA disc into your 
CU-ROM drive. 

2. Open c My Computer’. 

3. Double-click on your CD-ROM 
drive; usually noted as Drive D. 

4. Double-click on ( Start95.’ 

5. Now experience the glory of 
demos and movies a go-go! 


Why settle for just still screens when you 
can see the games in action for yourself? 
Just take a look at this month’s hit list: 

•Bushido Blade 
•Crash II 

•Final Fantasy VII 
•NFL Gameday 98 
•Parappa 
•Time Crisis 
•Tomb Raider II 
•World Series Baseball 
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/ THIS DISC IS 


PC & MAC COMPBIBlt / 





MUST 

HAVE 

DEMOS! 


Dork Light Conflict 
Joint Strike Force 
Mail Destruction 
Close Combat 
Dungeon Keeper 
Postal 

Excalibur ZS55 
7th Legion 
Defiance 
D-Police 
Incubation 
Jedi Knight 
Tomb Raider 2 
Redneck Rampage 

Wardwide Soccer 
X Wing vs. 

Tie Fighter 




Can you rapt 
Will you get 
shot in a 
dri ve-by 
shootingf You 
gotta believe! 


nFI gameday ’aa) 


This could be 
the best foot- 
ball game ever 
made ! 



Final Fantasy uii J 



Check out. what 
could very well 
be the best RFC 
in the world! 
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The bandicoot 
is back for 
more crate 
crushing fun! 


bushido blade jf 


Hsckn slash -i 
and chop your 
way to the 
top! This game 
is sharp! 


http: //www. ultragp.com 
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NINTENDO 64 


"An FI simulation 
with n® equal! 

- GameFan Nlagaiine 

...exceptional frames 
of animation... 

-EGM2 


NINTENDO 64 


in Racing There Is 


16 Tracks, 22 Drivers, 11 cars... 

Pure Pulse-Pounding Formula One Action! 


©1997 Ubi Soft Entertainment. All rights reserved. An official product of FIA Formula One World Championship licensed by Formula One Administration Limited. 
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1337 ULTRR RWRRDS 


rhe ultimate chronical of rhe years besr games 


C onsider it Judgment Day. After a year of 
playing, reviewing, exulting, and cursing 
the best (and the worst) that the games 
industry had to offer, this is the final and most com- 
prehensive evaluation of PC and videogames avail- 
able in 1997. Set aside the scores and reviews, UGP 
took a fresh look at every game we evaluated this 
year to determine what games still excelled after 
months of scrutiny. The results are at times pre- 
dictable, at other times intriguing, and sometimes 
just down right surprising. As usual, there were a 
number of good and bad games, but the only games 
you’ll find recognized in these awards are the great 
games (except for those contenders for our ‘Special 
Achievement Award). But remember, in games, in life, 
and in these awards... Winning is everything! 


THE GUIDELINES 

As in the real world of interactive entertainment, the 
lines between console and PC games have been 
erased for this year’s awards. For the first time ever, 
PC games are considered on equal footing with 
console videogames in all of our awards, including 
the Best Overall Game of 1997 award. Games eligible 
for the 1 997 ULTRA Awards must have been reviewed 
by ULTRA Game Players in the January 1997 through 
Holiday 1997 issues of the magazine. Games released 
in 1 997 that were not received in time for review by 
our Holiday issue will be considered for next year’s 
awards. It should be noted that we select only one 
winner per category and the remaining finalists are 
listed alphabetically and not in any particular order. 



THE 

PROCESS 

Games eligible for the 1997 
ULTRA Awards were evaluated by the editorial staff of 
ULTRA Game Players, ULTRA Game Players Online, 
fellow editors of sister publications PSM and Next 
Generation, as well as editors from the Imagine 
Games Network (PSX Power, Saturnworld, N64.com, 
and Next Generation Online). Although the input of 
editors from other Imagine Publishing print 
publications and web sites was utilized in determining 
the winners, any ties or close calls were left to the 
discretion of the editors of ULTRA Game Players 
magazine to call. 


BEST OVERRLL CRME 


tomb raider a 


system: PlayStation, PC publisher: Eidos Interactive 

Let the howling begin! There is little doubt that the selection of Tomb 
Raider 2 over the likes of Final Fantasy /II ( in particular) will generate tons 
of hate mail from game fans (RPG fanatics in particular) questioning every- 
thing from our judgment, to our sanity, to our upbringing, to our sexual 
preferences, to our... well, you get the idea. The howls of outrage 
within the very offices of ULTRA Game Players were only barely 
drowned out by the chorus of praise of those who fell in love 
with Lara Croft all over again. But to be absolutely truthful, this 
selection surprised even those who voted for it. 

When Tomb Raider 2 finally arrived at ULTRA Game 
Players, there was not a soul on the staff who didn’t think it 
was just going to be a rehash of the first game. Don’t get us 
wrong, even if it was rehash, we expected Tomb Raider 2 to be 
as good if not better than last year’s offering. It was when 
people started playing the game that this preconceived 
notion was slowly, but undeniably, shattered. Tomb Raider 2 
wasn’t marginally better, it was exponentially better. (In 
English, that means it Rocked to the tenth power!) 
ik. The huge and complex environments that 

UGP raved about in last year’s game have been 
replaced with a variety of even bigger and more com- 
plex environments that allow the player an unprece- 
dented level of freedom to explore. Everything from 
those exquisite environments to Lara Croft herself 
have benefited from the latest batch of 
PlayStation (and 3D accelerated PC) tricks. Call 




us for the pigs that we are, but we (Fran exempted) 

are literally mesmerized by Lara’s new animated ponytail. Lara has also acquired 
new talents, like the ability to climb walls that further diminish the artificial bar- 
riers of movement and navigation that are still the norm in far too many suppos- 
edly 3D games. 

We could go on and on about each new feature that Tomb Raider 2 pos- 
sesses, but that would be missing the point. It is the overall 
cumulative effect that Tomb Raider 2 boasts that makes it 
our Best Overall game of the year. In its essence, Tomb 
Raider 2 is about freedom. The ability to enter a brand 
new world, explore and interact with it (with the least 
amount of restriction), is where the future of gaming 
lies. The ability to conceive and do — Tomb Raider 2 
offers this better than any other game currently avail- 
able, and that is why it is our winner. 



m 
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system: playstation publisher: psygnosis 


There is absolutely no one who has grown up in the age of Star 
Wars who hasn’t dreamed of this game. Finally, a space shooter that 
i recreates the excitement and thrill of Star Wars’ epic space battles to per- 
k fection. The only problem is that the game doesn’t have a Star Wars 
L license! Oh well, that would have probably cursed it anyway. 


system: playstation publisher: sony ce 


As one of the most highly anticipated and widely hyped games of all time, 
did FFVII live up to expectations? Absolutely. The greatest RPG of all time? 
Probably. Marking the return of a great RPG series with state of the art 
graphics and revolutionary new gameplay elements, Final Fantasy VII is 
breathtaking to behold and enthralling to play. Honestly, was there any 
way that this game could have missed? 


system: pc publisher: lucas arts 


The PC apparently possesses the power of the force that allows it to 
overcome the dreaded Star Wars-license curse. Sure, like any first per- 
L son shooter (yes, we’re intentionally ignoring the optional third person 
% perspective), it’s just a gussied up version of Doom, but extraordinary 
level design, dynamic environments, and unique Star Wars powers and 
weapons give new life to a cliched genre. 


colony Luars 



system: nintendo 64 publisher: midway home ent. 


There’s no denying that we liked the Arcade game, but we came to love 
San Francisco Rush when we had a chance to sit down and play the N64 
version. Rarely has there been a videogame so packed with secret tracks, 
cars, and most importantly, shortcuts. It really did take the home conver- 
sion to open our eyes to how deep this game is. Add on high speed, car- 
crunching racing action and this game goes where no racing game has 
gone before. 


san Francisco rush 


ULTRA gsmsplsijsrs 017 






BEST PLR YS TRTICN CRME 

winner: tomb raider a 


genre: adventure publisher: eidos interactive 

Everything Tomb Raider did, Tomb Raider 2 does better. The game’s 
environments are the real stars, but you can also add in significantly 
more challenging gameplay to the already appealing equation. Besides, 
Lara gets to drive around in boats, snowmobiles and the like. What could 
be cooler? And yes, we are slaves to Lara Croft’s unique and, err... 
abundant appeal. 


colony Luars crash a Final Fanrasy 7 

genre: flight sim/shopter genre: platform genre: rpg 

publisher: psygnosis publisher: Sony ce publisher: Sony ce 



BEST SB TURN CRME 

\ Luinner world series 'bb ~ 

genre: sports publisher: sega 

There’s no denying it’s been a rough year for the Saturn, but the 
one bright jewel in the tarnished Saturn crown is its baseball game. 
Boasting an innovative new pitcher/batter interface, World Series Baseball 
‘98 is the best baseball game on ANY system. It’s so good that a true 
baseball fan would buy a Saturn just to play this game. 


Fighrers megamiH bomberman shining : rhe holy ark 

genre: fighting genre: action genre: rpg 

publisher: sega publisher: sega publisher: sega 



RRCRDE CRME 


winner: rhe lost Luorld 


genre: shooter publisher: sega 


Repeat after us: ‘The Model 3 Board is God! The Model 3 Board is God!’ 
Loosely based on the storyline from the Jurassic Park movies, the game 
can best be described as the mother of all light gun games. Classic 
scenes, such as the T-Rex chasing the jeep and Raptor attack in the 
Visitor’s Center, are recreated as only the glorious Sega Model 3 arcade 
board can. 


super gr rakken s rap sharer 

genre: racing genre: fighting genre: action 

publisher: sega publisher: namco publisher: sega 
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Great games on the Nintendo 64 have been few and far between this year, 
but San Francisco Rush makes up for that in droves. Dozens of cars, dozens 
of tracks, and tons of secrets add up to hours of intense racing gameplay. If 
it was just the racing this game would be great, but the exploratory side of 
k SF Rush is what makes the game exceptional. 

V 


contenders 


BEST NINTENDO E4 CRME 


winner: san Francisco rush 


genre: racing publisher: midway home ent. 


diddy Many racing golden eye 007 ruroi-i 

genre: action genre: shooter genre: shooter 

publisher: nintendo publisher: nintendo publisher: acclaim 



BEST PC CRME 

winner: jedi hnighr 


genre: first person shooter publisher: lucas arts 

It’s like Doom... except it’s Star Wars... Oh well, call us hypocrites if you 
like, because Jedi Knight is a first person shooter game with a license - 
everything that we complain about issue after issue. The only problem is 
that fabulous environments and level design have resulted in a game so 
enthralling that we can’t stop playing. Go figure. 


=amnageddon mora racer roral annihilation 

genre: action genre: racing genre: strategy 

publisher: Interplay publisher: electronic arts publisher: gt interactive 



MOST INNOVRTIVE CRME 


winner: parappa the rapper 

genre: urban poetry simulator publisher: sony ce 

Let’s see, a rapping game created in Japan featuring a cast ranging 
from a Hip Hop Dog to a Reggae Rapping Frog... It’s hard enough to 
explain the concept without laughing, let alone trying to explain just why 
this game is one of the most entertaining and unusual titles of the year. 
Let’s just say you’ve never seen anything like it, and you’ve never played 
anything like it, and you won’t be able to get the songs out of your head. 


bushido blade carnage heart Luorld series 'se 

genre: fighting genre: strategy genre: sports 

publisher: sony ce publisher: sony ce publisher: sega 
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contenders 


BEST RPC CRME 


Role Playing Game: Once upon a time, 
short, fat, deformed characters were a 
sure sign of RPGs. These days, keep an 
eye out for epic storylines, hit points, 
puzzles, hidden items, and lots 
of wandering. 


diabla 

system: pc 

publisher: blizzard ent. 


shining:haly arln Luild arms 

system: saturn system: platstation 

publisher: sega publisher: sony ce 


system: playstation publisher: sony ce 


The story has always been the backbone of any great RPG and Final 
Fantasy VII lives up to the reputation earned by the series’ preceding offer- 
ings. The gorgeous graphics? The revolutionary gameplay? The astounding 
depth? They’re just extras. 


winner: Final Fantasy 7 



BEST PT PERSON SHOOTER 


First-person Shooter: It’s like a Shooter except... 
it’s a rip-off of Doom. Practically an institution 
now, the First-Person Shooter provides a 
unique adrenaline rush that makes it warrant 
a category all its own. 


he 

system: pc 


publisher: activision 


jedi l-inighr 

system: pc 


publisher: lucas arts 


rurah 

SVStem: nintendo 64, PC 
publisher: acclaim 


A startlingly good game, and one of the exceptional bright spots in this 
year’s crop of Nintendo 64 games. The mission-based nature of the game, 
coupled with a wide array of weapons with different applications and interfaces, 
adds considerable depth to what was once a rather simplistic genre. And yet, anoth- 
er excellent movie-license game. What’s up with that?!? 


winner: golden eye oo7 


system: nintendo 64 publisher: nintendo 



BEST PUZZLE ORME 


puzzle game: Tetris seems to serve as 
the definitive example of this genre. 
Overall, think fast-paced, brain-twist- 
ing mental challenges. 


inrelligenr cube 

SVStem: playstation 
publisher: sony ce 


sracl-iers 

SVStem: playstation 
publisher: tecmo 


rerrisphere 

system: nintendo 64 
publisher: nintendo 


winner: lose your marbles 


system: pc publisher: sega soft 


Probably the simplest puzzle game concept In years, Lose Your Marbles is 
the closest thing to a spiritual successor that Tetris has had. Nothing fancy here, 
just marbles that keep dropping at an ever increasing rate while you try to match 
them up to make them disappear. Simple, but addictive. 
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Flight Sim: Think any game that’s 
based on flying around in a full non-linear 
3D environment - shooting is optional 
(but preferred). Hardcore PC flight sims 
are eligible, but as the winners attest, 
arcade-style gameplay seems to 
be preferred. 


ace comber e g-police M-i_uing vs rie Fighrer 

system: playstation system: piaystation/pc system: pc 

publisher: namco publisher: psygnosis publisher: lucas arts 


FLICHT SIM/ SHOOTER 


winner: colony Luars 


system: playstation publisher: sony ce 


A beautiful space shooter that features epic space battles between 
fighters amid an armada of starships, Colony Wars is the space shooter 
that obliterates the standard once set by the likes of Wing Commander. 
It’s secret? The awesome sensation of speed and movement that is so 
often lacking in space-based flight shooters. 



Shooter Game: The mutilation and mass 
destruction genre. Featuring everything from 
light gun games to scrolling shoot-’em-ups, 
the whole point of the Shooter is to kill or 
be killed. 


BEST SHOOTER 


winner: rime crisis 


raysrorm srarfoH B4 virrua cap s 

system: playstation system: nintendo 64 system: saturn 

publisher: working designs publisher: nintendo publisher: sega 


system: playstation publisher: namco 


Another hotly contested genre award, Time Crisis just edged out 
StarFox 64. The general consensus was that StarFox 64 felt a lot like 
the first StarFox while Time Crisis’ innovative ducking feature gave the 
light gun shooter a new twist. The few retro-shooter fan votes that went 
to Raystorm were probably the determining factors in this category. 



Strategy Game: The thinking gamer’s 
genre, Strategy games place an emphasis 
on in-depth, unit-based confrontations 
and resource management with reflex- 
oriented gameplay being limited to the 
real time examples of the genre. 


carnage hearr cbc red alerr paH imperia 

system: playstation system: playstation system: pc 

publisher: sony ce publisher: westwood publisher: t»hq 


ORME 


winner: ratal annihilation 


system: pc publisher: gt interactive 

No, this isn’t just another C&C/Warcraft rip-off! Total Annihilation is 
better in every conceivable way. Real time strategy games have 
been redefined by this game’s use of polygonal graphics and fully realized 
3D terrain. The added elements of line of sight, weapons trajectories, and 
terrain navigation add a whole new strategic depth to the genre. 
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BEST MUL TIPLR YER CRME 

winner: goldeneye 007 


multiplayer game: For our purposes, 
we define a multiplayer game as one that 
allows more than two players to play a 
game at once. Unless you have 
extremely dense friends, lousy comput- 
er Al is a complaint of the past. 


pay pay 

System: playstation 
nuhlishftr: knnami 


SVStem: saturn 


roral annihila 

system: pc 






system: nintendo 64 publisher: nintendo 

The fact that console games made such a strong showing in this cate- 
gory comes somewhat as a surprise, as the PC is THE multiplayer 
machine with its inherent LAN and internet gaming capabilities. The fact 
t Quake 2 didn’t arrive in time for this year’s award competition could 
be one explanation, but that being said, GoldenEye's easily accessible and 
option-laden deathmatch mode stands on its own accord. 



system: playstation publisher: sony ce 

Last year, Crash was the brash newcomer giving the likes of Super 
Mario 64 and Nights a run for their money. This year, Crash returns 
with cutting edge graphics improvements, analog control, and improved 
gameplay variety and balance. The developer, Naughty Dog, went the 
extra mile for Crash 2 and it shows. Welcome to the big leagues, Crash. 


BEST PLRTFORM CRME 

Luinner: crash bandicoot a 


casrlevania 

SVStem: playstation 
publisher: konaml 


SVStem: psx/pc/saturn 
Publisher: fox Interactive 


□ddLuarld 

SVStem: playstation/pc 


publisher: gt Interactive 


platform game: Used to be 2D, 
side-scrolling, collecting stuff, and lots of 
jumping. These days, 3D worlds have 
expanded the gameplay, but think quasi- 
freakish mascot characters, collecting 
_ stuff, and lots of jumping. 



BEST RD VENTURE CRME 

Luinner: tomb raider a 


adventure game: A cross between 
action games and RPGs, the Adventure 
genre features arcade-style interaction, 
but backs it up with enthralling 
storylines, as well as mental and 
physical challenges. 


rasidanr evil: dc rranumB or rh« deep ru-iinssen's odyssey 

system: playstation svstem: playstation system: pc 

publisher: capcom publisher: namco publisher: activision 


system: plavstation/pc publisher: eidos interactive 

Yup, you got it. Lara wins again. But what could be more adventuresome 
than exploring? And what game has a better environment to explore while 
challenging you with shoot outs with enemies and stumping you with puz- 
zles? This year, the gameplay features a more Indiana Jones-ish cliffhang 
er edge to further test your reflexes. 


contenders 
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BEST RRCING GRME 


Racing Game: Any game where you... 
well, race. That doesn’t necessarily mean 
driving a car, but the goal is simply to 
get to the finish line first — no matter 
the means. 


winner: san Francisco rush 


system: nintendo 64 publisher: midway home ent. 


Of all the different genre awards this year, the racing genre was probably 
the most heated — Moto Racer and SF Rush were neck and neck for the 
Award. As a pure racing game, Moto Racer may in fact have the edge for 
the superb way it communicates the sensation of speed and the thrill of 
high speed competition. But in the end, the depth that San Francisco Rush 
offers and the exploratory overtones of its gameplay won the day. 



system: pc publisher: interplay 


action game: Quite simply, any arcade style 
game that relies on quick reflexes and really 
intense button mashing. Although, as you 
can see from our winners, elements like 3D 
environments and strategic gameplay ele- 

ments have recently added more depth 

to the genre. 


BEST FICTION GRME 


Formula 1 ce molt) racer rage racer 

System: playstation/pc system: playstation/pc System: playstation 

publisher: psygnosis publisher: electronic arts publisher: namco 


winner: carmageddon 


armored care mdh ru-iisred meral a 

System: playstation System: playstation/pc system: playstation 

publisher: sony ce publisher: playmates publisher: sony ce 


What can we say about a game that encourages you to drive reck- 
lessly, speed, and mutilate pedestrians? (This isn’t a game, this is our 
commute!) Carmageddon breaks every rule of good taste and thus, it is 
instantly promoted to the rank of ‘Classic’. The environments in particular 
are so enormous and detailed that you’ll spend more time planning your 
next stunt and kill than worrying about actually racing. 



Fighting Game: Any game that is based 
strictly around one-on-one combat where 
the only goal is to simply beat the crap 
out of your opponent. 


BEST FIGHTING GRME 


winner: bushido blade 

system: playstation publisher: sony ce 

You’ve got to figure that any game that doesn’t just require you to beat 
up, but rather to kill your opponent, has a leg up on this category. But 
really, it’s the innovative nature of the gameplay, where even a single strike 
can kill, that gives Bushido Blade its unique flavor. The high cost of losing 
makes strategy a premium in this game. 


Fighters megamiH soul blade street Fighter bh 

system: saturn system: playstation system: playstation 

publisher: sega publisher: namco publisher: capcom 
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BEST SPORTS ORME 


SVStBm: ntntendo 64 
publisher: konaml 


nhl Luarld aerie 

SVStem: plavstatlon/pc SVStem: Saturn 

publisher: electronic arts publisher: saga 


sports game: Generally, any videogame 
that features whiny, overpaid prima don- 
nas interacting competitively for the ‘love 
of the sport’. (What’s that? You find a 
120 million dollars insulting?) 


Luinner: nFI gameday 'aa 


Sony ce 

As any sports fan knows, Gameday has been the preeminent contender 
in the Football game field the last couple of years. Despite this fact, 

still picked up Madden in greater numbers on name alone. Well, 
this year Gameday will not be denied. As the only football game featuring 
graphics to go along with further improved gameplay elements 
computer At, NFL Gameday ‘98 doesn’t have any real competition. 



BEST ORRPHICS 


winner: crash bandicoot a 


With its detailed light-sourced polygonal environments and exquisitely 
animated lead character, Crash Bandicoot won the Best Graphics award 
in 1 996. A year and a generational leap in PlayStation Graphics later, 

Crash 2 assumes the crown of its predecessor by featuring a new array 
of effects including anti-aliasing. Take a close look at Crash 2 and you’ll 
see that the N64’s superior graphics claim is more hype than fact. 


calanu Luara I** rurah 

system: playstation SVStem: nlntendo 64 system: nlntondo 64/pc 

publisher: psygnosls publisher: konaml publisher: acclaim 



winner: Final Fantasy 7 

system: playstation publisher: sony ce 

Was there really any other serious contenders in this category? Final 
Fantasy I Hi’s FMV sequences were akin to an epic motion picture. The fact 
that the game so often seamlessly melded the FMVs with the gameplay 
an amazing accomplishment in itself. Who’s got the popcorn? 


BEST FMV SEQUENCES 


ralonu uiars g-polion parappa rha rapper 

system: playstation SVStem: playstatlon/pc system: playstation 

publisher: psygnosls publisher: psygnosls publisher: sony ce 
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Is it really just a game? 

Multi-Racing Championship blurs more than just the scenery. It blurs 
the line between gaming and reality. 

Each of MRC’s eight, fully customizable vehicles (plus two other secret vehicles) allow 
you to tweak gears, brakes, suspension and more. And you’ll need to, because MRC’s 
three intense courses pit you against more than just the clock. You’ll be up against neck 
snapping terrain, nasty weather and up to 20 other drivers at a time. 

Designed for the N64 Rumble Pak, MRC’s detailed graphics, sound and multiple viewing 
perspectives can mean only one thing. 

It starts where all the others finish. 



INFOGRAMES 


www.oceanline.com 






BEST SOUND 



g-police jedi hnighr nhl ‘bh 

system: piavstation/pc system: pc system: piaystation/pc 

publisher: psygnosis publisher: lucas arts publisher: electronic arts 


winner: colony Luars 


system: playstation publisher: sony ce 


This year we looked for the sound that best complemented a gaming 
experience. Colony Wars used its sound in perfect conjunction with its 
extraordinary graphics to create a compelling space flight experience. 
Considering that it beat out a Star Wars game, you know its sound has 
to be good. 



contenders 


BEST MUSIC 


winner: parappa the rapper 


system: playstation publisher: sony ce 


Perhaps in this day and age, calling the music in Parappa ‘Rap 
music’ is a stretch. But what is undeniable is that the songs will linger 
in your mind long after you’ve put the game away. Guaranteed, you’ll find 
you’re singing the lyrics (even if you don’t really understand them). Plus, 
this is one time when rap music won’t lead to a drive-by shooting... 


Pinal fansray -7 roral annihilation casrlevania 

system: playstation SVStem: pc system: playstation 

publisher: sony ce publisher: gt interactive publisher: sony ce 



winner: lara craft 


game: tomb raider 2 


There was some debate as to whether Lara Croft should be eligible for this 
award since she won last year, but reason and a rather disturbing bout of 
polygon lust won out and Lara Croft has once again attained the most cov- 
eted of UGP ULTRA Awards. Besides, she’s got new clothes, that accent, 
and an animated ponytail! Woohoo! 


maria riFa marohn husanagi 

game: castlevania game: final fantasy 7 game: ghost in a shell 



contenders 


VIDEOOBME HUNK 


game: final fantasy 7 

Initially, the voting in this category was open to everyone. But then, we 
realized that we were actually voting on how cute a guy was which made 
us feel sort of icky. So we all agreed to let Fran decide this category. In a 
somewhat surprise selection, Fran went for Vincent Valentine. As far as 
we can figure, Fran likes ‘em tall, dark, and packin’. 


winner: Vincent valentine 


alutrard cloud slriFe heishro mirsurugi 

game: castlevania game: final fantasy 7 game: soul blade 
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Luinner: count dracula 

game: castlevania 

Although James Bond is always fashionably attired in his tuxedo when 
saving the world, there is a certain flair that the Prince of Darkness pos- 
sesses that no one woman can withstand. How do we say it? He’s always 
dressed to kill (ouch!)? 



contenders 


alucard cloud strife james bond 

game: castlevania game: final fantasy 7 game: golden aye 007 


WORST DRESSED 

y minner: fargus ~ 


game: pandemonium 2 


Okay, it should be noted that we here at UGP can’t stand clowns in 
the first place. And what’s a jester, but a clown who couldn’t get a real 
job with a circus? But even beyond the clothes, it’s that disturbing look in 
Fargus’ eyes that freaks us out. Man, the dude gives us the creeps! 


aba adduuarld corvanres da laon daku 


game: abe's oddysee game: soul blade game: fighters megamlx 



TOTRL CRRP RWRRD 


winner: Fantastic it 


system: playstation publisher: acclaim 


Considering the amount of time we have to dedicate to playing total 
pieces of crap, we see this award as a chance for a little payback. Although 
Fantastic 4 wasn’t the lowest rated game of the year, it certainly seems to 
be the game that garnered the most long term hatred in our panel of 
judges. Without a doubt, Fantastic 4 is one of those titles that will be 
slammed by generations of disgusted gamers. Avoid it like the plague! 


contenders 


clay fighter esaa i/m frngger mh mythologies; 

PUb: Interplay pub: hasbro Interactive PUb: midway homo ont. 



BEST ORMINO RD... 

\ winner: Formula i ce 

system: playstation/pc publisher: psygnosis 

Well, once again Psygnosis has managed to walk away with this award, 
probably since they are the only ones who ever submit anything to us for 
the category. Apparently, this photo was used in a British ad for Formula 1 
CE with a caption stating that ‘there’s one included in every game’. 
Apparently, they were referring to the car, but the last time we checked 
we couldn’t find the car in the CD case, either. Such is our luck. 


...we'il never see in rhe u.s. 
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1/KS Dubbed - $isui srp 
VHS Subtitled - $24.18 SRP 
Laserdisc - $29.98 srp 


Uj j u u uij'j'Uil Z T¥ Series 

Dragonball Z - Arrival 
Dragonball Z - The Saiyans 
Dragonball Z - Snake Way 

Ail tapes contain at least three TV episodes! 


the Collectable Card Game 
Starter Deck: $8.98 SRP 
Booster Pack: $1.98 SRP 


FUNimation 

Production© Inc. 


CM) PIONEER 

The Art of Entertainment 


Dragon Ball Z r “ Toys BAN 
Available from DAI 


Call Pioneer Customer Service at 800-421-1621 for more information or check out our website: www.pioneer-ent.com 

<9 1 8 8 7 BIRD $ T B 0 I 0 / S H U E I I B A , TOEI ANIMATION l I c * n 8 • d By FUNIrbiIbb PpodscIIOBS, Inc. All RIbMb Mnnil 
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TOGETHER FOR THE FIRST TIME! 
Blaster, BurgerTime, Joust 2, Moon Patrol; 
Root Beer Tapper, Splat™ and Spy Hunter.™ 


<= s» 

PlayStation 


MIDWAY 


www.midway.com 
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TAPPER ARE TRADEMARKS OF MIDWAY GAMES INC. BURGERTIME U \£1982 DATA EAST USA. INC. ALL RIGHTS RESERVED. USED UNDER LICENSE. MOON PATROLS 982 IREM CORPORATION ALL RIGHTS RESERVED • 
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hristmas only 
comes once a year 
and it’s this time of 
the year that most 
gamers get their new 
systems. So you’ve got that 
big check from Grandma, but 
it’s just enough to get one 
system. Which system 
should you get? 

Essentially, that’s what 
our system analysis is all 
about, helping consumers 
decide which gaming plat- 
form is best for them. Some 
of you may already have a 
system, but are looking for a 
good second system to pick 
up, or perhaps you are shop- 
ping for the future. 

Everything you need to know 
•,.i5.in the next nine pages. 

(yen if you already own \| 

every system available, the 
analysis shows what games 
you should have and what 
games are better off sitting 
on that store shelf for a very 
long time. 

Another bonus is that, 
after reading the system 
analysis, you will already be 
more knowledgeable about 
the videogame industry than 
most PR people, and several 
other magazine editors. 


http: ultraqp.com 








Crash 2 - That wacky bandicoot is back 
again to fight the forces of the evil Neo 
k Cortex, but this time he’s got lusher 
\ graphics and ultra smooth animation 
\ on his side! 


ITUhlBER OF 
TITI_e«3: 

• 300 




» Hardware - $149.99 

* Controller -$19.99 

* Games - $30 - $60 


rom the moment Sony 
burst onto the scene in 
late ‘95, industry giants 
Nintendo and Sega have 
never stopped looking over 
their shoulders, and with good 
reason. Boasting an ever-growing 
collection of top-notch and 
often exclusive titles, the 
PlayStation never seems 
to let up. Every quarter 
there’s another land- 
mark title released to 
store shelves, breaking 
new ground and offering 
gamers graphics and 
gameplay that cannot be 
experienced on other systems. 

This year saw the unveiling of 
a new attitude from Sony in regards 
to its system’s software library. In 
an attempt to display its loyalty to 
system owners, by providing a line- 
up of titles aimed at creating depth 
in their software collection, SCEA 


released such games as Tail of the 
Sun and PaRappa the Rapper in the 
US. Although not poised for com- 
mercial success, Sony’s gesture 
was well received and indicated its 
interest in games outside the main- 
stream, while articulating its collec- 
tive efforts to respond to 
gamers looking for some- 
thing ‘new.’ 

The past year 
also bore witness to 
the birth of an RPG 
phenomenon, known 
as Final Fantasy VII. 
With the hype and criti- 
cal acclaim surrounding 
its Japanese release, a niche 
had already been carved out on the 
bestseller’s wall for the game when 
it hit the States. The game lived up 
to the expectations, selling nearly 
500,000 units within three days, 
giving RPG and Square fans hope 
for more games within the genre to 
make it over stateside from Japan. 

Beyond FFVII, the PlayStation 
also kept on top of things with the 
release of Tomb Raider 2. Being the 
only home console graced with 
Eidos’ sequel to the groundbreaking 
original, Sony remains in top shape 
against the competition. Meanwhile, 
Sony’s inhouse sports development 
team continued to set the tone for 
next generation sports games, with 
Gameday ‘98’s polygonal character 
graphics, intuitive controls, and 
deep play. If this past year is any 
indication of what’s to come, 
PlayStation owners have more than 
their share of gaming goodness to 
look forward to in 1998. 


STREnCTH«3 Rn» 
UlEflKnESSES 


Undoubtedly, the PlayStation’s main 
strength lies in its installed base. 
With such a large number of 
PlayStation owners in the United 
States, developers no longer have to 
take any risks when they make 
games for the system. It’s a simple 
fact that they’ll sell enough to meet 
their costs in most cases, and if 
they get lucky, they may even strike 
it rich with a blockbuster game. It’s 
a cycle of supply and demand that 
benefits everyone involved, and 
most especially Sony. With so many 
game companies knocking on 
Sony’s doors and offering up mostly 
quality titles, the system continues 
to sell itself to gamers pleased with 
its mammoth software library and 
future lineup. And with an afford- 
able price tag attached to both the 
hardware and 
the games, it’s 
less of a 
monetary risk 
than plunking 
down a 


must have GflmesH! 


The Playstation is known for its stable of must- 
have games, and the 1997 crop was no exception. 
Games like Final Fantasy VII and Gameday ‘98 had 
gamers lining up in stores, with cash clutched tightly 
in hand. Hey, we were in that line and we have a 
sneaking suspicion that you were, too! 


FFVII - It’s a rare thing to achieve such 
legendary status as this game has. With 
superior graphics and an intelligent, 
involving storyline, FFVII is one of the few 
games that qualifies as an ‘event.’ 


PL-RTSTHTIOn RERCHES THE TOP OF THE COnSOLE mOUnTHin 

~ k ■'li'ri:' 
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higher sum for a system without 
such software development power 
houses backing it up. 

But for every prover- 
bial ray of light, there 
exists shadow. And 
for the PlayStatioi 
Sony’s might and 
roar at this point 
industry history can 
always be reversed in 
another hardware 
company’s favor within 
the span of only a few bad 
decisions. Sony has continued to 
attract high quality titles to its plat- 
form, and lassoed companies like 
Squaresoft and Eidos into exclusive 
contracts which favor the 
PlayStation with legendary games. 
But for how long? With Sega’s Dural 
and Nintendo’s 64DD on the horizon, 
what can Sony do to stay ahead of 
the competition? So far, it’s suc- 
cessfully pulled rabbit after rabbit 
out of its technological hat, stun- 
ning PS owners with what can be 
done on the system, as well as what 
promises to be accomplished in the 
future. But how long can the hard- 
ware last in the face of fast-moving 
competition? Once the marketplace 
shifts again, it’s up to Sony to keep 
itself on top. 

The Future 

Sony’s future looks bright with a 
stocked armory of top-notch games 
lined up for 1998. Little has been 
said about the possibility of a new 
system emerging anytime within 


GREAT HOPES 
OF 


the coming year, but 
Sony is smart enough 
to know to always pack 
a few surprise aces up 
its sleeve. But with the 
original system going 
strong and continuing 
to exhibit as much 
potential, development- 
wise, in graphics and 
gameplay, don’t expect 
any new systems from the 
Sony camp for a long 
while. The PlayStation still has 
a lot of life and potential left in 
it, and probably a couple of sur- 
prises, as well. 


The Finni. 

Verdict 

An all-around balanced system 
with a bright future ahead of it. 

With so many games to choose 
from in the PlayStation library, A 
competitive hardware and ' 
software pricing, as well as 
a long list of third party support, it’s 
not hard to recognize the system as 
the console to be reckoned with. 


7 


Some of the most widely anticipated games of 1 998 
will be playing on the Sony PlayStation. Is it any 
wonder that the PlayStation is often referred to 
as the gaming console of choice? 1 998 will be 
a banner year! 


ST<3T€m SPECS: 


32-bit R3000A RISC Processor 
Clock Speed - 33.8688 MHZ 
Operating Performance - 30 MIPS 
CD Rom Drive 
2X speed 

Max Capacity - 660 Megs 
Graphic Capability 
24-bit Color 

Resolution - 256X480 to 480 
> Memory Configuration 

• Main RAM - 2 MB 
■ Video RAM - 1 MB 

• Sound RAM - 512 KB 


I 


RfmnG 


PlayStation 7 


RE2 - With more guts, more gore, and two 
discs to complete the set, RE2 promises to 
continue its predecessor’s glory. 


Tekken 3 - With more characters and cleaner Metal Gear Solid - Probably one of the most 
graphics, Tekken 3 is one game that PS owners impressive looking games in the ‘98 lineup 
will be lining up around the block for. thus far. Should be a ‘Must-have’. 



MUST AVOID 


NFL Gameday ‘98 - Sony s 
killer title has realistic game- 
play features that constantly 
redefine the genre and left sports 
giant, EA, on the defensive. 






• 3.6 million (U.S.), 

6.6 million (Worldwide) 


numBER OF 
TITLE*3i 

• 30 


PRICE. 

• Hardware - $149.99 

• Controller - $29.99 

• Games - S50-S80 


While Nintendo hasn’t followed its ‘quality over 
quantity’ maxim to the letter, there are several N64 
games that your library would be incomplete with- 
out. If you don’t have these games, you’d better get 
your butt (and your wallet) down to a videogame store 
right away! Well, what are you waiting for? 


GoldenEye 007 - Evil movie license curse 
be gone! GoldenEye 007 features James 
Bond via Nintendo’s superb in-house 
developers. A match made in heaven. 


rnusr Hflve cnmesHi 


have competed admirably with first 
generation N64 games, but the 
question remains as to whether 
there is a third generation level left 
in the PlayStation hardware to com- 
pete with what is expected to be 
extraordinary second generation 
Nintendo 64 games. 

The Achilles' Heel of the N64 is 
Nintendo’s decision to stick with 
cartridge format over the CD-ROM 
format when the unit was designed. 
Although cartridges do offer faster 
access times, the cartridge format 
pales in comparison to the CD-ROM 
in terms of storage capacity. Super 
Mario 64 has shown that the N64 
can handle polygons superbly, but 
the cartridge format limits the pallet 
of textures in N64 games and at 
times even limits the gameplay 
depth of some titles. As higher 
capacity cartridges become 
available and developers learn to 


San Francisco Rush - Despite Nintendo’s third party woes, the best N64 game 
of the year came from Midway. Is San Francisco Rush the beginning of a trend? 


As the only 64-bit system currently 
on the market, the N64 is not only 
the most powerful home console 
hardware available, but it is the unit 
with the most untapped potential. 
Second generation PlayStation titles 


he Nintendo 64’s first 
full year in the U.S. was 
highlighted by a phe- 
nomenally successful 
Christmas ‘96 that sent the 
N64 spiraling past the Sega 
Saturn in installed base, to 
stake a solid claim as the 
number two next gener- 
ation home console 
system. Had this been 
any other company 
besides Nintendo, this 
performance would 
have been considered a 
huge success. But for an 
industry Goliath like 
Nintendo, a number two status 
can only be considered as a disap- 
pointing performance. 

At the core of the N64’s prob- 
lems has been the embarrassingly 
low number of games available for 
the system. Last year, the single 
digit number of games available 


for the N64 could be rationalized, 
since the system had just released, 
but despite Nintendo’s ‘quality over 
quantity’ mantra, making superb 
videogames is more unpredictable 
art than science and 1997 boasted 
more N64 qualitative misses than 
hits. With approximately only 
30 N64 games available 
for the Christmas ‘98 
season, it’s clear that 
the reason the Nintendo 
64 remains the number 
two console is that it 
has trouble competing 
with the PlayStation’s 300 
game line up. 

Still, there are signs of life in 
the Nintendo 64 encampment. First- 
party titles from Nintendo are usual- 
ly superior in quality and 1997 had 
a steady, if not numerous, stream of 
good to great games. GoldenEye 
007, StarFox 64, and Diddy Kong 
Racing showed that Nintendo is still 
a force to be reckoned with. Third- 
party development was slower, but 
by year’s end, Midway Home Ent. 
impressed with a line up of San 
Francisco Rush and Wayne 
Gretzky’s 3D Hockey ‘98, and 
Acclaim shined with Turok: 

Dinosaur Hunter and Extreme G. 


STREnGTHS RnD 
WERKnESSES 


DBM ULTRA gam^fDlsLjsrs 


http: //www. ultragp.com 




International Superstar Soccer - 

Sports isn’t the N64’s strong point, but 
ISS shows what’s possible if it’s done 
i right. Damn! This game is good! 


musr AVOID 


Clay Fighter 63 1/3 - Welcome to 
, hell. Bet you didn’t think you’d 
\ find crappy graphics, horrible 
\ control, and boring 2D game- 
\ piay in heli (or the N64 for 
\ that matter). Well, you 
\ were wrong. 


http: //www.ultrai 


companies 
Luill be 
determined to 
get their share 
of the net* pie 




Zelda 64 - The only name that carries the 
weight of Mario’s is Zelda. Look for Zelda 64 to 
be one of the great games of 1998. 


nriD lack of GnmE«3 


Keep your eyes peeled for even more Nintendo 64 
gaming goodness in 1 998. With the addition of the 
64DD, just about anything is possible. The N64’s 
future is so bright, they ought to sell it with a 
pair of sunglasses! 


STSTCm SP€CS: 


• MIPS 64-bit RISC CPU 
(customized R4000 series) 

• Clock Speed: 93.75 MHz 

fHEfflOR Y : 

• RAMBUS D-RAM 36M bit 

• Transfer Speed: maximum 4.500M bit/sec. 


COPROCESSOR; 

• RCP: SP (sound and graphics processor) 
and DP (pixel drawing processor) 
incorporated 
• Clock Speed: 62.5MHz 


RESOLUTION 

• 256 x 224 - 640 x 480 dots 

• Flicker free interface mode support 


COLOR: 

• 32-bit R6BA pixel color frame 
buffer support 

• 21 -bit color video output 


GRAPHICS PROCESSinG: 

• Z buffer 

• Anti-aliasing 

• Realistic texture mapping: 

Tri-linear filtered mipmap interpolation 
Perspective correction 
Environment mapping 


Turok 2 - Look for this sequel to follow the PC 
lead in this genre and incorporate more 
adventure game overtones. 


F-Zero 64 - F Zero redefined what a racing 
game should be. Look for F Zero 64 to do 
the same. 


GREAT HOPES 
OF S8 


■ 


Turok: Dinosaur Hunter - \ 

Blood in a Nintendo game! We * 
love it. You can’t go wrong with a 
game that compels you to shoot 
nukes at your enemies. 


maximize the N64 hardware, these 
problems wilt become less appar- 
ent, but the only true solution to this 
problem may not come until the 
64DD becomes available in 1998. 

What stands in the way of the 
N64 architecture’s potential being 
fully realized is also the same rea- 
son that many third party develop- 
ers have not started developing for 
the system in earnest. The cartridge 
format is inherently more expen- 


avai’able for a console. Using £ 
64 megabyte writable magnetic 
disk media, it will allow 
players to store 
unprecedented 
amounts of actual 
game data on a 
console 
Perhaps most 
enticing of all is 
that the 64DD 
includes a 4 megabyte 


sive and more of an eco- RDRAM upgrade for the 

tui.j Mlntonrln RA luhinh uuil 


nomic risk for third pai 
companies than CD- 
ROMs. As companies 
like Acclaim and 
Midway enjoy 
cess with the 
more companii 
be determined 
their share of t 


Nintendo 64, which vu 
bring the total RDRAM 
for the N64 system i 
to 8 megabytes t 
more than any con- 
sole game system. 


> N64 i 


The Future 


When it comes to the future of the 
N64, the key to the unit’s ultimate 
success is being tied to an add-on 
Disk Drive unit called the 64DD. 
Although no release date or price 
information has been set yet, the 
latest indication is that the unit is 
set to release in Japan in March, 
make its U.S. debut at E3 in June, 
and be available for purchase in the 
U.S. by Christmas ‘98. Price will 
probably be $99 and no more than 
$149. But considering that add-ons 
have traditionally fared miserably 
in the U.S., the viability of the 64DD 
remains a big question mark. 

The 64DD will be the first 
writable bulk data storage device 


The FinflL 

V erdict 

The Nintendo 64 has manag 
survive its first year with | 
perity and health. Despite a 
lack of games and the handi- 
cap of its cartridge format, 
the N64 is solidly 
entrenched at number two with 
only the potential for even more 
success and a run at the number 
one position in 1998. 


9 


RATinG 





Total Annihilation - For a bit more cerebral, 
but still fast-paced, action, try your hand 
k at Total Annihilation. Ahh! There’s noth- 
\ ing quite like the smell of napalm in 
\ the morning. 


insrnLLED 

BASE; 

• 25 million (United States) 


numBER OF 
TITI_e« 3 . 

• W 1 DDD 


• Base Gaming PC 
(Pentium 200MMX): S2,000 

• Premium Gaming PC 
(Pentium 2/300): S3.200 

• Controller Price: S20 - 
$1 50 (force feedback) 

• Average Game 

Price: S35-S45 


W ell, it was bound to hap- 
pen, but 1 997 marked 
the year that the PC 
finally became a full- 
fledged, viable gaming 
system. Through the advances 
in the Windows 95 operating 
system (specifically 
DirectX), the advent of 
affordable, but power- 
ful 3D accelerators 
and further explosion 
of the Internet, there 
is little question that a 
high end PC is easily 
the most powerful gam- 
ing machine on the planet. 

Easily the most dramatic 
effect seen in the last year was 
caused by two things - 3Dfx Voodoo 
Graphics-based accelerators cou- 
pled with GL Quake. The combina- 
tion showed developers what was 
possible with hardware accelera- 
tion, causing consumers to nearly 


the pc Finally 
became a 
Full-Fledged, 
viable gaming 
system 


wet themselves while looking at the 
amazing effects and visuals provid- 
ed by the combination. While there 
were other 3D accelerators on the 
market last year (and even most of 
this year) none of them provided the 
power that 3Dfx did nor did any 
of them have the support 
from developers. Literally 
hundreds of games are 
now accelerated by this 
hardware and hundreds 
more are coming. 

In other facets of PC 
gaming, Internet gaming 
service providers such as 
Mplayer, TEN, SegaSoft’s Heat 
and Microsoft’s Internet Gaming 
Zone have all taken off. While none 
of the services are turning any prof- 
its yet, all of them are generally 
seeing more than 1 00,000 sub- 
scribers, with thousands more join- 
ing every day. You can jump on any 
service and start blasting friends 
(or strangers) in a game of Quake or 
engage in a more cerebral game of 
Scrabble. Basically, you’ll never be 
without someone to play with (or 
against) again. 

All in all, the hard core gamers 
will be looking to the PC more and 
more to compliment the consoles 
that reside in their living room. 

STREnCTHS RTO 
UlERKnESSES 


mu<3T Hflve crimes”/ 


With over 14,000 titles and more on the way next w 
year, it’s alomost impossible to pick out games that ” 
you’ve just gotta have, but we did our best. If you 
don’t have these games in your library, you don’t know 
what you’re missing! 


Moto Racer - Shift this hot little number 
into gear and rev up the gaming action! 
The first person view is as close as you 
can get to riding a real dirtbike without 
getting dirty! 


tor), the PC dwarfs every console on 
the market and even some arcade 
machines. For example, a Pentium 2 
with a 3Dfx card runs Atari Games’ 
Mace at more than double the reso- 
lution and a higher framerate than 
even the arcade machine can. We 
won’t even compare it to the pathet- 
ic Nintendo 64 version. 

As mentioned above, the age 
of the Internet provides players with 
nearly limitless partners to play 
with. Persistent worlds, like those of 
Ultima Online, allow players to 
interact with literally thousands of 
other people, while still providing a 
deep gaming experience. 

Finally, the beginnings of true 
force feedback sticks (not like the 
cheap Nintendo Rumble Pak) are 
starting to hit the con- 
sumer space. 


Quake and/or Quake 2 - The Id first person shooter that redefined multiplayer 
action can’t be missed. Couple either of these games with a 3Dfx accelerator and 
bask in the graphic glory that is GL Quake. 


There is no doubt about it — 
with mountains of RAM, a writable 
storage medium (hard drive), pow- 
erful CPU and dedicated 3D hard- 
ware (in the form of a 3D accelera- 


□3b ULTRA gsmsptlsLjsrB 


http: //www. ultragp.com 





CRUST AVOID 


ULTRA gam&pliaLj&nsi 037 


A Forte in the Tale - What can we 
say? Here’s a game that features 
«. Rob Schneider, the star of Men 
\ Behaving Badly. The connec- 
r\ tion with mainstream 

V sitcoms should be enough 
to put you off this title. 




Diablo 2 - Blizzard is hard at work on the 
sequel to its massively successful action RPG. 


Populous 3 - Bullfrog is at it again with the 
latest and greatest God sim, Populous 3. 


Duke Nukem Forever - 3DRealms is hoping to 
bring more humor to the shooting genre. 


Uprising - Commandeer a kick 
ass tank while also controlling 
supporting infantry, bombers, 
fighters and other tanks while build 
ing up your citadels. Tons of fun. 


Bladerunner - Fans of Resident Evil 
will wet themselves when they see 
what Westwood studios has done with 
k the 3D adventure genre! 


New joysticks from Logitech, CH 
Products and even Microsoft all 
promise new more immersive expe- 
riences with this technology. 

On the other hand, all of this 
wonderful technology and flexibility 
does not come cheaply. For the 
price of a PC, you could buy 
every console on the 
market and ten games 
for each of them. 

Worse yet, once 
you’ve bought your 
new PC, in about six 
months (or less) they’ll 
be a better one available 
that you’ll need to run the 
latest games in the way they 
were designed. While 3D accelera- 
tors help with this problem some- 
what, the lifespan for your accelera- 
tor is still probably only going to be 
about a year before the next incar- 
nation shows up. 

Another major failing is that 
PCs are still complex machines that 
don’t always behave as you would 
expect. These machines still crash, 
have hardware conflicts, driver 
problems and about every other 
headache under the sun. Without 
question, the day of putting in a CD 
and playing a game flawlessly every 
time on your PC has not yet arrived. 


The Future 

Next year looks to hold more 
of the same success for the PC. 
With 3Dfx readying its next genera- 
tion of accelerators (Voodoo2 and 
Banshee) that promise a more than 


fourfold increase 
in 3D performance 
again, the PC will 
be the most power- 
ful toy on the block. 

You should also 
expect to see more titles 
taking advantage of 
force feedback tech- 
nologies. Finally, 
more and more 
Internet ready games 
will be seeking to 
capture time on com- 
mercial services and 
those sponsored by 
developers. 

There’s pretty much no deny- 
ing that if you’ve got deep enough 
pockets, the future is rosy. 


The FinflL Verdict 


GREAT HOPES 
OF S8 


With all of the new accelerator boards and other 
hardware goodies, plus all the hot new titles 
coming out in 1998, it’s hard to have anything 
but great hopes for the PC in 1998! Woohoo! 
Vive le PC!!! 


The ultimate gaming rig cer- 
tainly includes a PC with a 3Dfx 
card. While Nintendo held the title of 
most powerful gaming machine on 
the planet for a few short months, it 
was quickly overshadowed by an 
accelerated PC. Gamers seeking the 
biggest thrill should certainly get 
their hands on the biggest CPU they 
can and connect to the Internet for 
non-stop competition and action. 


RATIRG 


SYSTEm SPECS 


Pentium 2 233 
32MB RAM 
12X CD ROM Drive 
4GB Hard Drive 
3D Accelerator (3Dfx, 
Rendition, PowerVR or Nvidia) 
Sound Blaster Pro 16-bit 
sound card 

Force Feedback Joystick 



(HEY, IT'S CHRISTMAS. 


"Tekken 2 is the best...no contest." 

-Game Players August '96 

Y'S 

"Tekken 2 is THE can't-miss PlayStation game 
of the year!"- Game Players September '96 




"This game is a must buy for anyone 
who owns a PlayStation (novices and 
fanatics alike)." - PS Extreme September '96 



; | JF 

li# 




Tekken 2™ © 1994 1 995' 1996 Namco Ltd. SOULBLADE™ & © 1995 1996 Namco Ltd. All Rights Reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 




PICK TWO.) 


"Soul Blade heads the early list for best 
fighting game of the year" - GameFan February '97 

Jf jfe 

"...no gamer should be without this: the most 
spectacular fighting game ever to grace a 
console." - GameFan March '97 


PlayStation." - 







Last Bronx - Sega’s arcade fighter has 
that classic arcade feel and typical 
L Sega depth. Plus, it has loads of 
\ killer weapons. 


inSTHLLED 

BnSE: 

• 1.4 million (US) 


numBER OF 
TITLES. 

• EDO 


PRICE: 

• Hardware - SI 49.99 

• Controller - $19.99 

• Games - $49.99 


http: //www.ultragp.com 




While the number of must-have games has 
indeed decreased over time, the Saturn still does 
offer great gameplay with titles you can’t play any- 
where else. If you’ve got a Saturn at home, you need to 
have these games in your library! 


rnusr Hflve cnmesiii 


Shining the Holy Ark - With a first-person 
perspective and lots of dungeons and 
forests to explore, the next installment of 
the Shining series looks like a winner! 


ow, in what has to be 
seen as Sega’s worst 
year since the ill- 
advised launch of the 
32X, the videogame giant 
saw its Saturn continue to lose 
support from consumers and 
developers. Now, nearly 
three years after the 
launch of the Saturn, 
the system is clearly 
in last place in both 
the U.S. and Japan. 

What this means to 
Saturn owners or those 
looking to buy a Saturn 
is that the number and 
quality of games just isn’t 
available, since no major third-par- 
ties are signed up to do anything on 
the Saturn. 

Last Christmas, Ultra GP talked 
with Sega about doing a story on 
their attempted comeback in the 
following year, and the people at 


Sega actually told us that there 
wasn’t really a story. In retrospect, 
they were absolutely correct. Sega 
suffered major setback after major 
setback throughout ‘97. First off, 
they were the last system to finally 
drop to a selling point of $149, 
not making the move until 
months after Sony and 
Nintendo. Then, Sony’s 
exclusive deals with 
Final Fantasy VII and, 
more importantly, Tomb 
Raider 2 ensured anoth- 
er year in which all of 
the big games are on the 
other systems. 

The only real talk about Sega 
these days is about its plans for a 
future system, since it’s quite obvi- 
ous that this system is on 
its last lap. 


SrREnGTHS nn® 
UJERKnESSES 


bonus for Saturn owners, but as 
Sega’s arcade games are all moving 
to the advanced Model 3 board, 
there is virtually no possibility that 
any of the games will make an 
appearance on the Saturn. Still, with 
top-notch games like World Series 
Baseball ‘98 and Fighter’s Megamix 
already out, and stunning new 
games like Burning Rangers on the 
way, the Saturn still has plenty of 
entertainment to offer. 

Oddly enough, the strength of 
the Saturn is also one of its most 
glaring weaknesses. While a few ‘A’ 
titles come out each year, the rest of 
the year sees very few games, peri- 
od. Because of 
its last place 


The strength of any system 
isn’t enclosed underneath the 
plastic casing. Instead, the real 
power of a system is its 
software. Sega’s 
main strength 
remains that it 
still produces 
some of the best 
original titles on 
the market, and they are exclusive 
for the Saturn. As long as program- 
ming and game design geniuses like 
Yu Suzuki and Yugi Naka are still in 
Sega’s camp, then there will always 
be a few landmark titles each year. 
The arcade conversions are another 





Burning Rangers - Likely to be one of the best 
games of ‘98, this title could finally show that 
the Saturn can do fire transparencies. 


World Series Baseball ‘99 - The best baseball 
game on the planet is likely to come back on 
the Saturn for one more year. 


status, big third-parties 
like Namco, Eidos, and Electronic 
Arts aren’t making games for the 
Saturn, leaving the library of Saturn 
games very thin. Essentially the 
Saturn has almost nothing of note, 
besides driving and fighting games. 
The reason the Saturn is in such a 
bad way right now is because the 
Saturn, while just as powerful as 
the PlayStation, remains a hard sys- 
tem to program for that generally 
doesn’t produce games that look as 
nice as those on the other systems. 

The Future 

Unfortunately, the Saturn’s future 
isn’t bright. In fact, most industry 
people agree that ‘98 is the last 
year of the Saturn. However, that 
doesn’t mean Sega is throwing in 
the towel. Actually, Sega is hard at 
work on its new Dural system, 
which is rumored to be a 64-bit CD- 
based machine that utilizes the 
Power VR 3D technology. While Sega 
is still quite quiet on the subject, 
most people tend to feel that Dural 
will launch either the end of ‘98 or 



the summer of ‘99 with 
killer titles like VF3 and 
Super GT Racing to lead 
the way. If Sega can get out the 
development kits now and get a 
solid third-party base, then a timely 
launch of Dural could propel them 
back into the thick of the 
videogame industry. Until then, 

Sega fans and Saturn owners 
will have to get by on the 
two or three awesome 
titles that come out 
each year. 


The FinflL 
Verdict 

There is still no 
denying that the 
Saturn has two or 
three of the best 
games on any system, but the 
lack of titles and support 
makes the Saturn the least 
viable choice of any of the 
systems. Here at the office, 
we have all of the systems, and 
while we ignore the Saturn most 
of the year, once that killer title 
(aka WSB ‘98) comes in, the Saturn 
is a busy machine. 


v 



Virtua Fighter 3 - If the Dural can pull off an 
arcade-perfect translation of Virtua Fighter 3, 
Sony and Nintendo could be in trouble. 

GREAT HOPES 
OF 


Will the Saturn survive or will the Dural retire it? 
That question is best answered by the quality of 
the games debuting for each system next year. 
It’s likely the greatest hope of all is buried in 
the hearts of Sega fans everywhere. 


sTsrem specs: 


• Twin HitachiSH-2 RISC chips 
operating at 2flmhz 

memoRY. 

• IbMbits main RAM 

• lEMbits VRAM 

• 4 Mbits Sound RAM 

• 32 < SRAM with battery backup 

• 512 K boot ROM 

GRAPHICS: 

• VDP1 processor handling sprites, 

polygons and geometry 
• 512 K boot ROM VDP2 processor 
^ handling backgrounds. 

^ • Five simultaneous planes with 

two 

' ' rotation planes 

• 32,000 colors from 24-bit palette. 

• Resolutions of 352x224 and b40x224 


AUDIO 

• lb-bit Yamaha bfiECOOO processor 
operating at 113 mhz 

• 32 voices, FM synthesis, two 
CPU interfaces, 44.1 KHz sound. 

• lb channel digital mixer 
and 12fl step DSP. 
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MUST AVOID 

Crow: City Of Angels - Another crap 
V game from a crap license ensures 
\ that the old’ Acclaim hasn’t gone 
\ away just yet. Other titles you 
\ need to steer clear of include 
\ Beastmasters and Iron Man 
\ XO War. 


ULTRA gam&pliaijens D41 





Ultima Online is arguably the 
l most ambitious game ever 
\ created. It has forever changed 
\ the way we look at persistent 
\ world RPGs. 


Combining the best elements of 
Quake and Command & Conquer, 
V Uprising is certain to be one of 
\ the most fun and influential 
\ games of ‘98. 


musr nnv€ Gnmesm 
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Quake was the game that rede- 
fined online gaming with its wide 
variety of modifications and 
maps. If you haven’t played 
online, you haven’t played Quake. 


It’s fast. It’s fun. It’s wholesale 
carnage. It’s Command and 
Conquer: Red Alert. 


1 he Future 


The future of online games is sim- 
pie: more simultaneous players, 
more immersive experiences and 
more flexibility of actions within the 
games themselves. Ultima Online 
marks another milestone in that 
direction, but there is far more on 
the horizon. With this vision in 
mind, and sprinkling in additional 
interactions in the form of real time 
voice (like Multitude’s FireTeam), 
online gaming’s future is look- 
ing really cool. Now if every- 
one had ISDN lines or cable 
modems, the future really 
would be bright. 


WHAT'S GREAT in S8 


owadays, it seems that 
there isn’t a single 
game released that 
doesn’t have some sort 
of Internet component. 

1997 was certainly the 
year of the Internet Deathmatch, as 
players fought valiantly against one 
another and the ultimate enemy of 
any Internet gamer, latency. 

A number of services 
popped up who thought they 
could win the latency war 
through large investments 
in bandwidth, servers and, 
of course, content. TEN was 
the first to launch, followed 
closely by Mplayer. Both ser- 
vices were almost immediately 
overshadowed in terms of sub- 
scribers by Microsoft’s Internet 
Gaming Zone. SegaSoft’s Heat ser- 
vice only recently launched, but it 
looks to be the best of the bunch, in 
terms of technology and vision. It 
has a much larger marketing bud- 
get than almost any of the other 
services and has seen a dramatic 
rise in subscribers. 

WHRT’s nEXT.... 

SegaSoft also has some amazing 


new games in development using 
its ‘Transactor’ technology. This 
technology will create what 
SegaSoft is calling a ‘collectible 
economy’ similar to the way the 
Magic: the Gathering card game 
works. Players will purchase (or 
win) booster packs that contain 
LEDOs (Limited Edition 
Digital Objects) that 
will function 
within its games. 
It may be a 
special bazooka 
for Vigilance, a 
new spell for 
Skies or potentially 
a new type of factory 
for TenB . 

In other online gaming news, 
other persistent environment games 
such as 3D0’s Meridian 59 and, 
more recently, Origin’s Ultima 
Online, have become all the rage. 
The promise of existing in a world 
that is functioning with or without 
your interaction has become as 
much a statement of social com- 
mentary as it has a gaming experi- 
ence. Virtual weddings, guilds and 
other social groups are as much a 
part of these games as finding trea- 
sure and killing monsters. 


....... 




You get to fly. You get to cast 
spells and you get to build up 
your character. That’s what 
Skies is all about. 




SegaSoft’s Transactor technology 
wil feature prominently in Any 
Channel’s Vigilance. 










COMMAND £ CONQUER 


FOR ITHE 

■ ^,<M«m^.y«Ma>wg8aea^6aiia 

PLAYSTATION™ 
GAME CONSOLE 


Over two dozen Allied 
and Soviet missions on 
two action-packed CDs. 

Fight over land, sea and 
air with MiGs, spies, 
destroyers, submarines 
and more! 

Take the ultimate 
challenge by fighting up 
to 3 Al opponents in 
SKIRMISH mode. 

Battle maps are up to 2 
times larger than those 
in Command & Conquer. 

Three game difficulty 
settings. 

Dozens of close-ups and 
action movies. 

Specially-designed 
interface with completely 
reworked graphics for 
your PlayStation™ Game 
Console. 


Command 8 Conquer is a registered trademark of. 
Command & Conquer Red Alert is a trademark of. 
Westwood Studios. Inc. @ 1 997 Westwood Studios. 
AH rights Reserved. PlayStation and die PlayStation I 
are trademarks of Sony Computer Entertainment. I> 







Need a reason to get surround sound? You’re about to flip through pages of them. 


©1997 Sony Electronics Inc. All rights reserved. Sony is a trademark of Sony. 
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GEST 


GAMES OF 


gm ather than putting together another 
ft awesome previews section, we took even 
more time to consider the ten biggest games of 
the coming year. These are the titles that will 
shape the year of 1998, either because of techno- 
logical advances, or their prominent status as 
‘hits’ in the industry. These are the games that 
will make or break systems, companies, and the 
industry in general. 

While many of these games are still behind 
closed doors, we present all of the inside 
information and any screen-shots we could get 
our hands on. Check out these ten games, 
because no matter who you are and what system 
you own, at least one of these games is going to 
alter your life (OK, maybe that’s a bit dramatic). 
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system: Nintendo W 

■■ he first tiny glimpses of Zelda 64 

publisher: Nintendo 

l| seen in November 1 996 have 

developer: Nintendo 

i i turned into batches of pictures 
that again and again portray Zelda 64 as the 
second coming of Nintendo 64. If gamers, 

release date: 5nd (2tr 1TO 


Zelda 
brings 
beauty and 
wonder to 
theE4 


one year from now, were to create a graph 
of the games that defined Nintendo 64’s 
early history, Super Mario 64 and Zelda 64 
would show up like two massive redwoods 
in a Pygmy tree forest. 

There’s no doubt about it, Zelda will 
raise the level of storyline, gaming, and real- 
ism to heights of which gamers have never 
dreamed. Yes, it might sound like lofty opti- 
mism, but Super Mario 64 reached beyond 
everyone’s wildest imaginations, and Zelda 
is bound to do the same — we’re confident 
in that. 

Zelda 64 will appear sometime in the 
first half of 1998 
(that’s as close as 
Nintendo will mark 
on it on its own 
calendar) on the 
biggest car- 
tridge 
available to 
gamers 
ever, a 32 

megabyte unit, more than 
four times the size of Super Mario 64. 

The game, which has developed into 
the quintessential action-based RPG in each 
new rendition (four to this point), features 
Link’s countless new abilities. A few of them 
include the use of vertical and horizontal 
sword movements, the use of a 
boomerang, Link’s ability to run and 
walk, push and pull levels and walls, the 
ability to tame and ride a horse, and to 
convey a series of believable facial 
expressions ranging from fear, happi-' 
ness, bewilderment, and anger. 

A full range of cinematic 
sequences convey the story in a new 
fashion. Miyamoto and his team bring 
gamers into a fantasy realm like never 


Here Link prepares to shoot an arrow at a little 
kid dressed up like a ghost for Halloween! 


before. Low, impossibly close up camera 
angles appear in dangerous scenes, making 
enemies appear more overwhelming, while 
higher angles are meant to show Link’s 
strength and control over the situation he 
encounters. Many scenes will appear from a 
bird’s eye view. Weaving snippets and 
quotes from here and there, we can safely 
assume that gamers will have control over 
the camera angles, somewhat better than in 
Super Mario 64. 

Anyway you look at it, it’s clear that 
Zelda 64 is a must have. Watch out, Final 
Fantasy VII. 


Few people know that Link 
invented the switchblade... 


Link uses the can opener blade 
on his Swiss Army Sword to 
defeat the evil knight. 


1-3 Whether it’s giant frogs, 
psychedelic sword fighters, or just 
plain old walking skeletons, Link 
should be kept very busy in Zelda 64. 


The most dangerous 
weapon of the walking 
dead is the huge ‘Carrot 
Sword’. Very crunchy! 


1 These evil skeltons not only make 
fearsome adversaries, but they can 
play their own xylophone music 
while they march! 

2 Here Link contemplates the 
mystery of how his shadow is 
always attached to his feet... 
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SYSTEn: PlayStation 
pjelilher: Capcom 
developer: Capcom 
RELEASE DATE: JANUARY 


Iready dubbed as the biggest 
game of ‘97, Resident Evil 2 is a 
full year late, but still on pace to 
gamers with the goriest game on any 
console, anywhere. 

The original Resident Evil stunned 
gamers and journalists alike with its impres- 
sive graphics and fluid gameplay, and had a 
impact in making the PlayStation the 
ber one gaming system. For the sequel, 
;om is counting on some huge world- 
i sales, which it is likely to get. With over 
years of development time, Capcom has 
fine-tuned the 3D engine so that RE 2 can 
have the same impact as the original. 
However, now that games like Tomb Raider 
are available, it’ll be interesting to see just 
how RE 2 compares. 

Whether RE2 is as exhilarating as the 
first or ends up being a watered down 
sequel remains to be seen. Either way it 
goes, Sony has another huge exclusive 
game that makes the software library of the 
PlayStation look unbeatable. From what 
we’ve seen, Resident Evil 2 is once again 
going to shock, delight, and scare the 
crap out of anyone who dares play it. 




The upside: 

WENCHES. 

The downside: 

THE jJLANK. 


J^he salt spray hits your lips as you look 
into the deep blue. The frigate creaks and 
the plank bobs. Will this be the end? 

Welcome to Shipwreckers! Life on the high 
seas at its swashbuckling best. Wield flame 
throwers and hurl lightning bolts as you man 
cannons and command great vessels under the 
Jolly Roger. Battle one to five other players. 

The rewards are great, the puzzles daunting 
and the excitement high— just watch your step. 

The plank is a cruel mistress. 

Shipwreckers! and the Psygnosis logo are trademarks of Psygnosis Ltd. ©1997 Psygnosis Ltd. All rights reserved. The PlayStation logo and 

"PlayStation” are trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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systeh: PlayStation 


publisher: Konahi 


developer: Konahi 


release mte: 3rd (3tr 1=1*16 


Goldeneye, 
eat your 
heart out 


Check out the firefight on the roof! That's what 
I'm talking about! 


is a Ninja adversary that uses a cloaking 
technique that looks very much like the 
Predator device. 

While all of this is extremely promis- 
ing, Konami still won't commit to when the 
game will actually be available. When you 
ask the design team when it will ship, they'll 
tell you 'when its done'. Asking the same 
question of the marketing execs, you get a 
slightly less nebulous answer of ‘we hope 
it's by mid '98'. We're hoping its sooner 
rather than later. 


don't come along everyday on 
the PlayStation. 


Hey kids! Sign up for the 
CIA and get a pair of cool 
sunglasses like these!!! 


Y ou know, Metal Gear Solid is 
looking to be what every game 
hopes to be: the game that com- 
pletely redefines all preconceived notions of 
how a game in a certain genre should be. 
Based upon the demos offered at various 
trade shows around the world (most recently 
the Tokyo Game Show, where it was shown 
by appointment only at Konami's offices), 
Metal Gear Solid offers never before seen 
levels of interaction for players to dispatch 
their opponents while accomplishing mas- 
sively detailed missions. 

At the same time, the game holds true 
to the legacy of the classic Metal Gear 
games from the days of the NES. It has 
loads of weapons, ranging from machine 
guns, pistols, grenades, missiles, and mines, 
to other tools of mass destruction. Also used 
in the game are a wide variety of items that 
can be used in different ways. You have 
binoculars that are used to scout the area. 
You even have trip wires and explosive 
charges with detonators! 

Konami has also set 
new levels of excellence in 
terms of Al. Guards will run 
and seek help if they feel 
they can't handle you 
alone. Those same 
guards will perform 
systematic team 
sweeps of an area 
looking for your 
character 
once you’ve 
been detected. 

Finally, the 
game pushes the 
PlayStation hard- 
ware about as far 
as it ever has been, 
with incredibly 
detailed environments, 
brilliant explosions, amazing 
light sourcing and beautifully 
animated enemies. As an example, there 


The Al works as a team against 
you and that makes this game 
one tough nut to crack. 


1 Slinking along the walls and being 
stealthy is usually to your benefit 
rather than an outright confrontation. 

2 Time to make a run on those guys 
loading the truck. 3 I hate that warm 
feeling when the blood comes dripping 
down my face... 


1 Send those heathen Commies 
straight to hell where they belong! 

2 No, this isn’t a bathroom and we 
hope that isn’t an electrical power 
box he’s, uh... standing by. 
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Blast the chains of slavery straight to Hell. Join the rebellion and fly the 
hottest ships in the stars. You'll master six unique craft in your quest, each 
with different flight characteristics and weaponry. You'll fly more than 70 
unique missions, success or failure determining a destiny that lies along one 
of five different paths. The cost of freedom is high. Are you willing to pay it? 


Colony Wars. Psygnosis and the Psygnosis logo are trademarks of Psygnosis Limited, ©1997 Psygnosis, Ltd. All rights reserved. The PlayStation logo and ■PlayStation" are trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark ol the Interactive Digital Software Association. Visit www.colonywars.com for a chance to win a trip to Space Camp. 






Journey to the.far future to save the distant past. 
Battle hand-to-hand. Solve intriguing puzzles. 
Wield powerful magic. Explore a huge 3D world. 
Vour mission^ retrieve the legendary sword 
Excalibur. V / 


Featuring over 2ufl locations, 60 different ^ 
characters, full sphech, and incredible realistic 
light-sourcing, Excalibur 2555 is an absolve epic 

“ ...could well do for^D action adventure! what 
Tomb Raider did for3D platformers” \ 

- Edge \ \ 

“ Excalibur 2555 is one Jof the most unique ] 

3D games ever... a really, really cool game”] 

— Diehard Gamefan \ / 


M Tel.: (315) 393-6633 Fax: ($15) 393-1525 J K B|M 

) To order, visit your retailer or call^l 1 -800-447-1 23Cy / Kill 

ROM . . / \ \ Slnii 

www.sir-tecft.com \ N 

PlayStation and the PlayStation logos are tradema/ks of Sony Computer Entertainment Inc. 


PlayStation 



engine, tweaking it for a new game design, 
and calling it the Saturn’s next big hit. But 
it’s not for Sonic or an entity in long pur- 
ple underwear. It’s for a new idea ^ 

called Burning Rangers. 

You’d think that Naka 
and Sonic Team would 
go back to their roots £ 
and give the hedge- WWL j 
hog one hell of a f jm fl| ; «r - , 
send-off into 32-bit JmbB VPR 
land, but for ere- 

Sonic Team has . & 

handed the Sonic 

reigns over to the - 

capable hands of ' ■ 

Traveller's Tales. 

Sonic Team can 
now focus their energies 
into this one-of-a-kind fire- 
fighting title. Conceptually, it’s a 
stretch from the team’s previous 
efforts, but Yuji Naka is known for different 
game premises and he’s set out to repeat 
his past successes with Burning Rangers. 

It’s also a perfect showpiece for the 
Saturn’s autumn years. The fire can finally 
show that the system is capable of trans- 
parency and believable lightsourcing effects 
in a 3D environment. 

Sega of America has made it known 
that it’s concerned more with catering to the 
existing userbase than gaining new Saturn 
gamers, which gives Burning Rangers the 
potential for a heavier impact. Not only this, 
but since Sonic Team is a Sega property, 
you’re not going to find this game anywhere 


Sega burns 
the Saturn 
up, but only 
far the 
insurance 
check 


else * may not seH sys- 
terns, but Burning Rangers 
has the formula to be a hit. 

Sonic Team equals Sega 
Blockbuster. Naka’s group did it with Nights, 
and they’ll do it again with Burning Rangers. 
Sega's putting its money on the right guy: Yuji 
Naka is one with unique vision. Even better, 
he’s got a team that can deliver the goods. 


These buildings are huge. Careful or 
you’ll get lost. 2 Hang in there, baby. 
Those floors are pretty darn weak. 

3 Fire: first you respect it, then you 
extinguish it. 


t Hot stuff, coming through... 

2 Not quite as sexy as Lara Croft, 
but it’ll do. 


system: Saurn 

' _ 'V 

uji Naka is at it again — creating 

rjblisek Sega 

another potential genre-defining 
game for release next year. His 
Sonic Team is employing the power of last 

developer: Sonic Team 

release date: 2nd (2tr ITIAr 

year’s Nights: Into Dreams 3D graphics 


http: //www. ultragp.com 
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WHICH ONE of these THREE CARS 
WOULD Y2U RATHER be DRIVING? 


(«(«' 


I’l.iysi.uion 


Need For Speed and Electronic Arts are trademarks or registered trademarks of Electronic Arts in the U.S. and/or other countries. V-Rally, INFOGRAMES MULTIMEDIA and the 
and logos present in the game, are reproduced and used with the formal authorization of the owners. Company names, logos, and trademarks are protected by Intellectual Property Rights. 









TMMJW, AS YOU CAN SEE (SORTOF), NEED FOR SPEED HAS GONE DOWN AND DIRTY. 


Ejar IN NEED FOR SPEED V-RALLY YOU CHOOSE FROM 11 WORLD RALLY CHAMPIONSHIP CARS. 
THEN YOU SLUG IT OUT DAY OR NIGHT OVER 42 PERILOUSLY LIFE-LIKE, GRITTY OFF-ROAD TRACKS. SNOW. RAIN. FOG. 


AND IF YOU'RE LUCKY BLISTERING HOT SUN ROUND OUT THIS BRUTALLY RAW JOURNEY. BRING SOAR 


ELECTRONIC ARTS" 
www.ea.com 


INFOGRAMES logo are trademarks or registered trademarks o! INFOGRAMES. ©1997 INFOGRAMES MULTIMEDIA. Developed by INFOGRAMES MULTIMEDIA. Software © Infogrames Moltimedia 1997. All vehicles, company names, trademarks 
Licensed by Sony Computer Entertainment America lor use with the PlayStation game console. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
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respective' 
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one psycho cyclist. 

250 extreme errands, 
a whole city of hurt. ^ 


f GT Interactive 
Software 

w wv ■ : gtintefactive.com 


PlayStation 


Courier Crisis ™ ©1997 New Level Software. The New Level logo is a trademark of New Level Software. L/Sedl 
BMG Music. Alt fights, reserved. Distributed by GT Interactive Software Corp. GT is a trademark and the GT Lor 
of Sbny Computer Entertainment. Inc. Sega Saturn and the Sega Saturn Logo are trademarks of Segailntreprcf 
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1 Gamers everywhere are wondering 
how big a part Yoshi will play in the 
sequel. 2 Here’s Mario and his long 
unpublicized brother, Luigi! 3 And 
what Mario game would be complete 
without water? Why, water is 
practically a Mario trademark! 


system: Nintendo 

publisher: Niwenio 

developer: Nintendo 

RELEASE DATE: 3RD |}TR ITO 


Everyone’s favorite plumber is 
back and this time he’s bring- 
ing Luigi with him! 


E ven though Nintendo holds most of 
its game development secrets 
tightly, the company’s chief game 
designer, Shigeru Miyamoto, always man- 
ages to reveal just enough to make his 
worldwide fans water at the mouth. 

A few months back, Miyamoto dis- 
closed a handful of facts about Super Mario 
64 2 that stunned most gamers. The sequel 
to Super Mario 64 won’t appear on cartridge, 
but will instead arrive on disk on the 64DD, 
Nintendo’s upcoming add-on peripheral. 

The second fact Miyamoto brought us 
was that his development team and he were 
on track to make the disk-game two-player, 
and the second player would be none other 
than Mario’s brother, Luigi. 

What more could we ask for? 

We suspect Super Mario 64 2 will 
include a gamut of benefits the 
first game didn’t, like a greater 
variety of textures, more emotional facial 
expressions, and, because of the 64DD’s 
read-write characteristics, future add-ons 
that will increase this sequel’s longevity. 

Without much more of a peep since 
that one shining moment, Miyamoto and 
Nintendo have said almost nothing more 
about the game, with the exception of hint- 
ing that it’ll arrive in mid- to late-1998. We 
should get the game three to six months 
later than that. Hopefully... 


Will the 64DD be the only 
gamers will be able to get their 
hands on Super Mario 64 2? 
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1 The modified engine is likely to 
extend the fog distance and maybe 
even get rid of that damned stuff alto- 
gether. 2 Expect some amazing new 
weaponry in Turok 2, for you and your 
enemies! 3 With new technology, the 
enemy’s jaws will be smooth. 


sys tem: Ni ntendo bM 
publisher: Acclaim 


developer: Iguana Ent ertainment 


RELEASE date: JULY 


ver since the launch of Iguana’s 
beastly N64 title, there have been 
persistent rumors about an upcom- 
ing sequel. Originally many people indicated 
that Turok 2 would be from the third-person 
perspectiveand that it would be using the 
N64 hi-res mode. As with many rumors, both 
of these are completely false. 

Because Acclaim is relaunching the 
original Turok this Christmas, they are being 
very tight-lipped about the anticipated 
sequel. What we do know is that the game 
will feature a modified version of the origi- 
nal engine which, according to our 
at Iguana, looks ‘(bleeping) 
incredible’. The polygonal characters 
are going to be much smoother due 
to a new mesh technology Iguana 
used in QBC 64. The new technol- 
ogy allows for rounded joints so 
the characters won’t break up 
and will look more realistic. The 
game is still going to be a first- 
person shooter and will fully 
. \ support the Rumble Pak. It’s not 
hard to imagine how cool it 
would be to have vibrating ground 
as the giant dinosaurs roll by. Plus, since 
all of Acclaim’s other games include four- 
player capability, we feel a battle mode is 
also going to be included. We can’t wait! 


| ajip from Goldeneye, Igui 
is working hard on jncreaslnr 
textures In Z ; 


This early mock-up of a logo 
is the only physical evidence 
of Turok 2’s existence. 
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Okay, so you’re flying through the city of San Francisco 
hitting a heart-pounding speed of 160 mph. But up 
ahead is Lombard Street - famous for its many curves. 


Should you slow down? Or push the pedal? We suggest 
you nail it. Because you’re in San Francisco Rush, the 
most awesome racing game to ever come home. There 


are shortcuts. Hidden keys to help you find cool. pars 
and even more shortcuts. And, of course, speed, air and 
totally awesome crashes. So bring home San Francisco 
Rush today. It won’t hurt as much as you think. 


‘What makes San Francisco Rush a great game is it’s pure, 
raw, unadulterated fun.” 

Ultra Gameplayen 

'San Francisco Rush is a game that’s all about air. Not hot 
air...but real air.” 

Game Informer Magazine 


, San Frarici^RushExtreme Racing 1 997 Atari Games Corporation. All rights deserved. Midway is a registered trademark of Midway Games Inc. San Francisco Rush 
Extreme Racing «> a trademark of Atari Gantes Corporation. Distributed by Midi^Hn me 6tfa{al nnietit Inc under license. Nintendo. Nintendo 64 and th e 3-D ”N ’ toon 
are Itademdils jAiierafo c ^^8 ^1>1997 Nintendo of America Inc. $ay§l3ion and the PlayStation logos are trskfen^rks^jt-Sony' Computer MterSni^Inc. 
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system: PlayStation 


publisher: Namco 


developer: Namco 


RELEASE date: AUGUST 



W ell, including Tekken 3 as one 
of the biggest names of ‘98 is 
a disappointment to gamers 
who had hoped it would be out by 1997. 
However, the fact is that Christmas ‘97 will 
be the first Christmas in three years without 
a new Tekken game for the PlayStation. 

On the bright side, Tekken 3 is one of 
the best arcade fighters in years and the 
developers at Namco are promising an 
arcade perfect translation. With all of the 
hidden characters, new 3D backgrounds, 

and balanced gameplay, 
Tekken 3 is set to 
become the best 
PlayStation fighting 
game ever. This 
monster hit is certain 
to save the 
PlayStation from a 
drought of 
fighting games. 
Tekken 3 is 

important for two very big 
reasons. First, it will no doubt push 
the PlayStation to new technical and 
graphical standards. Secondly, Tekken 3 
is set to give the PlayStation the best 
fighting game on any system and is just 
another reason for consumers to choose 
the PlayStation. 



system: PC 


publisher: GT Ii^erac-iive 
developer: Epic Megagames 


release date: 2nd (2tr ITifl 


W hile probably picked to be one 
of the most influential games 
of 1997, unfortunately Unreal 
is simply much later than expected and is 
likely to be nearly a year later than the Q2 
‘97 release that was originally promised. 
Being positioned as a ‘Quake-Mi Her’, Unreal 
is one of the few engines that looks like it 
has what it takes to more than compete with 
Jon Carmack’s masterpiece. While it has 
taken a page from Quake and other competi- 
tors, it remains one of the better playing 
games in the genre. 

The advent of an extremely advanced, 
but simple to use editor, in addition to a 
powerful scripting language, should allow 
people to make their own levels and modifi- 
cations to the game. Expect to see loads of 
new modifications making use of the Unreal 
engine online. 

Which brings us to another point of 
innovation: Internet doors. With the Internet 
support that’s in store for Unreal, it’s theo- 
retically possible to chase an opponent 
around the world. Simply stepping through a 
portal on one server in San Francisco can 
magically connect you to another server is 
New York. While there are latency issues to 
be addressed, it’s almost as if you could 
have a world wide web of Unreal servers all 
providing connections to one another. 
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1 It’s just like Doom, only better. 

2 Even the underworld has its own 
caged disco dancers! 3 Wow! That’s 
one really nice looking, uh... tunnel you 
got there. 
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What’s a creepy game 

per 



without spider webs? 
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system: PC 


W hen the first Duke Nukem 3D 
came out, it was big — really 
big. People loved the wise- 
cracking, take-no-crap character that has 
now become one of the most popular char- 
acters in PC gaming. With new versions of 
Duke Nukem 3D now coming to Saturn, 
PlayStation and Nintendo 64, the Duke will 
be even more important as the next genera- 
tion of his games comes into being. 

The latest version Duke Nukem 
t-g? Forever m\\ be built upon the Quake 
2 engine. The cartoony, sprite based 
characters will be replaced with 
\ polygons. It is going to be one of 

the first 3DRealms titles that will 
be using the advanced engine. 
^ % It will also mark the first time 
$ that a major internet component will 
be built in from the ground up for a 
3D Realms title, which should allow 
psM i? for a complex system of Internet 
Lw ). servers to be set up by just about 
anyone. Basically, the new engine 
J and technology should provide loads 
^ of neat opportunities for the talented 
B level and character designers at 3D 
Realms to repeat their success. 


publisher: GT Interactive 


developer: 3D Realms 


1-2 No, these aren’t pictures from Bill’s 
last trip to Reno, although they very 
well could be. 3 Oh no! Casey Jones is 
in for a real thrill ride when he hits this 
section of bad track! 


While only a few screen-shots have 
been released for the game, it’s 
tfready clear to see that 3Dfx 
acceleration is supported making for a 
tasty combination. 





' Multiple camera angles in the Replay 
feature gives players a unique view of 
the racing action. 2 Drive this close in 
real life and you’ll soon have a bunch 
of new lawyer friends! 3 See that car 
way up ahead? He’s gonna win... . 
you’re not. 
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system: PlayStation 


publisher: Sony CE 


developer: Sony of Japan 


release date: End Qtr 1TO 


umors of Sony’s new racing game 
project began circulating toward 
the end of last summer. Wild tales 
of super realistic gameplay, exquisite graph- 
ics, high frame-rates, and over a 100 
different drivable cars were met with some 
skepticism. After ail, this is just a PlayStation 
game and just who’s programming this 
mega game - God? 

Well, the Tokyo Game Show in 
September gave the industry press its first 
look at Gran Turismo and the game had 
journalists looking behind the curtain to see 
if there was a Supreme Being in a flowing 
white robe back there. To put it more 
bluntly, the game was visually stunning. 

Gran Turismo is jam packed with incredibly 
detailed texture maps moving at an 
incredible smooth and fast rate. A fantastic 
array of lighting effects brings an even more 
realistic appearance to the graphics. A rac- 
ing game this good looking isn’t supposed to 
be possible on a home console system like 
the PlayStation. 

The only possible areas for disappoint- 
ment in Gran Turismo could be the number 
of tracks (which, at a rumored 1 1 , is merely 
adequate) and the control and handling feel 
which has yet to be judged. If Gran Turismo 
can manage to excel in these areas, the only 
remaining question would be how do you 
top the greatest racing game ever? 
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SONY 

www.sony.com/sava 


Call 1 - 888 - 625-2876 to purchase the SA-VA7 speakers and you’ll receive the Playstation'" 
Underground'" CD Magazine, a CD carrying case, and a Sony baseball cap. 

Jet Moto, Playstation and Underground are trademarks ol Sony Computer Entertainment America Inc. Otter expires January 31,1998. 

©1997 Sony Computer Entertainment America Inc. ©1997 Sony Electronics Inc. All rights reserved. Sony is a trademark of Sony. 






Connect your game console to Scuba™ instead of a TV. And take your games 
to a whole new level of intensity. Incredible visuals. Dynamic stereo sound. Zero 
distractions. Now you don't just play the game, you’re in the game. Scuba lets 
you play whenever and wherever you want. It’s compatible with Sega Saturn,™ 
Nintendo 64,™ Sony PlayStation™ and all other NTSC consoles. To get totally 
immersed call 1-888-SCUBA-FX or visit us at VAVV/,-;eubafx,com 


©1997 Philips Electronics North America Corporation. Scuba is a trader 
properties of their respective owners. 


3 hilips Electronics. All trademarks /trade names are 


If you’re playing games on a TV, you haven’t played them yet, 
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divided by 23. 


FERTUHED THIS mCMTH 


• How a game looks is only 
a small part of the formula, but an impor- 
tant one. Great graphics can pull the play- 
er into a world and make the experience v * 
seem all the more real. 

* 

• Again, music won’t make or / 
break a game, but if the soundtrack \ 
moves you in an RPG, or gets your heart \ 
pumping in a fighting game, it adds to V 
the overall appeal. 

• Good sound effects 
can actually help you to ‘feel’ the game better. 
Just imagine how much less of an impact a 
heavy punch would make if it only made a small 
‘tick’ on contact. 

• ..•.vi.u cv.c: . How well does the game 
respond to your commands? How much influ- 
ence do you have over what’s going on? 


• . 1 c Is the game childishly easy one 
level, then frustratingly hard the next? Does 
your opponent have an unfair advantage? When 
you want to save, do you have to walk an hour 
back to the village? 

• Ever bought a game, fallen in love 
with it the first hour, only to beat it in two 
hours? A great game will take a long time to fin- 
ish, and offer plenty of reasons to come back for 
more. 

• Did the game’s programmers go 
for that ‘little extra’, tossing in codes, hidden 
items, secret screens, or other added bonuses? 


• Does the game create 

a world that draws you in? Do the intro screens 
and menus reinforce this environment? 


• A game can be loads of fun 

without offering anything totally new, but the 
classics are always the trendsetters. 


The total sum of all the categories, 
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The system is the result of hours of 
gameplay and endless toil, resulting in 
the most in depth (and, uh... really 
complex) rating in the industry 
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III el1, how was everyone's holiday season? We've 
U# had a real good one here at UGP! We got to 
play all these great games, plus Bill turned us all on 
to his newest holiday libation: Beer Nog! We're not 
sure what's in the damn stuff, but it goes down easy, 
especially after the first four or five of 'em! Enjoy! 
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S he’s on our cover, she’s 
game of the year — hell, 
we even devoted a massive 
30 pages of strategy to the lovable 
spelunker. Are we all under Lara’s 
magical spell? No, that isn’t the case. 
The fact is that Tomb Raider 2 is just 
one helluva game. 

The developers at Core Design 
managed to clean up the graphics, 
add more polygons, then design 18 
astonishing levels that have to be 
seen to be believed. In the original, 
our fair heroine spent the majority of 
the adventure raiding tombs, escap- 
ing traps, and taking out wildlife. This 
time around, Lara takes her new and 
improved body to locales like The 
Great Wall, Venice, a sunken ship, an 
oil rig, snow covered Alps, and even 


back into her palatial estate. What 
makes the levels so much better than 
the first game are the improved 
textures that are displayed in both 
indoor and outdoor environments. 

Another big improvement for TR 
2 is the dynamic lighting. Now dark 
areas are lit up by gunfire and 
flares, but what really 
makes the developers at 
Core a special group 
is that instead of 

The nastiest 
baddies in the 
game have to be 
these guys 
with the wicked 
flame-thrower. 

using the lighting for 
pure cosmetic reasons, it 
actually changes the game- 
play. When Lara’s exploring some 
dark caverns, there is no light, but 


Nothing like 
through 
the alleys of 
Venice in a sweet 
ride like this, and 


More cinematic 
camera angles add 
to the drama. 


just light up a flare and she lights up 
the entire area around her. It's just 
another in the long list of amazing 
additions for Tomb Raider 2. 

Most sequels are made for 
players who never played the first 
game at all, but often neglect to chal- 
lenge those who bought and loved 
the original. Core has made 77? 2 a 
true evolution of the series that 
requires the use of Lara’s full arsenal 
of moves. The increased level of chal- 
lenge is for savvy Tomb Raider 
veterans, not for any Joe off the 
street. However, the impressive tutor- 
ial around Lara’s Mansion delivers 
enough insight into the game for any 
player to pick it up. To counter the 
intense difficulty of the game, TR2 
now allows you to save at any point 
(as opposed to save points). At first, I 
thought being able to save anywhere 
took away some of the drama and 


intensity of searching for a save 
point, but after weaving my way 
through a maze of spikes, closing 
walls, and boulders, I decided saving 
anywhere is a real good idea. 

A more mature 
Lara is now able 
to perform 
moves and use 
items that 
weren’t in the 
original. Her 
wall-climb 
is the most 


1-2 Pulling off back-flips into a slide, then jumping for a ledge are required skills for Tomb Raider 2. So if you don’t got game, then stay away! 3-4 ‘You can leave your hat on!’ In 
one of the cut-scenes, our lovely Lara changes into something more comfortable. Watch out for that shoe! 
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Statistics after each level make Tomb 
Raider 2 the ultimate spelunking simu- 
lation, or something. 

useful of her new skills, allowing for 
greater vertical puzzles. Lara also 
now has the ability to hop in a speed- 
boat or snowmobile to help her 
through certain areas of the game. 
Not only are the graphics and ani- 
mation on the vehicles incredible, 
but the control is better than in most 
racing games. 

Even our Game Of 
The Year isn’t perfect. 

Tomb Raider 2 uses nearly 
identical music as the 
original (although it is still 
great) and some of the control 
issues of the original are still 
around. However, after it’s all said 
and done, the only game I am 
willing to stay up until 6 AM 
playing just for the fun of it is 
Tomb Raider 2. Buy this game 
now and get ready for one of the 
most amazing adventures you’ll 
ever experience! 




1 The grenade launcher isn’t very 
accurate, but enemies are blown 
to bits when you hit ‘em. 

2 Shooting out the windows is an 
awesome addition that adds 
even more area to adventure 
through. 3 ‘Young lady, you get 
down from there! How many 
times have I told you to stop 
hanging from the chandeliers?’ 

4 The climbing gives you a nice 
view of her smaller butt. 
Apparently all that adventuring 
helped the porker drop some 
pounds. 5 Save yourself 
thousands of dollars on a 
snowmobile and take Tomb 
Raider 2 for a ride. 6 There’s 
something so sexy about a 
busty adventurer with a 
hankering for violence. 

7 One of Lara’s many fans. 


ALTERNATIVES 

Tomb Raider T.S 
Resident Evil: DC T.S 
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Armored Core’s selection of From head to toe, every aspect of 

weapons will blow your mind. your mech can be customized. 


You must pass a test to join the 
Ravens. Fail, and it’s game over. 


ALTERNATIVES 

Nechlilarrior E: 

NU E: Mercenaries: 63 


Solid colors out of style? Spruce 
up your mech in the paint shop. 


Armored 
Core’s 

locales range from the depths of space 
to these snow-covered hills. 


it’s not only fast; Armored Core’s two- 
player mode is extremely fun, too. 


Hint: never mess with a mech that’s 
twice your size. 


H nyone who’s a fan of giant 
robot anime has wished 
they could climb behind the 
control of a towering mech at one 
time or another. While a number of 
games have made the promise of ful- 
filling that dream, many have proven 
to be nothing more than elaborate 
tank sims. Leave it up to a relatively 


obscure developer known as From 
Software to deliver the most refresh- 
ing console mech simulation yet in 
the form of Armored Core. 

The Story? In a future con- 
trolled by massive corporations, the 
player assumes the role of a merce- 
nary for hire as part of a group named 
Raven. Their weapon of choice? 

Highly-maneuverable robots 
which they take into battle for 
whomever offers them top dol- 
lar for their services. 

When it comes down to visuals, 
Armored Core does anything but 
disappoint. Special effects, such as 

Solid gameplay, 
excellent missions, 
and incredible 
graphics... Armored 


missile plumes and light-sourcing, 
are second to none, and the game 
moves extremely smoothly. Sound is 
slightly less impressive, with many of 
the sound effects lacking the ‘boom’ 
you’d expect from intense combat. 

Eye candy aside, Armored 
Core’s true beauty lies in its mission 
structure and customization features 
that allow players to upgrade nearly 
every aspect of their mech, from head 
to arms to weapons and engines. 
Players can even customize the entire 
look of their mech, change its paint 
scheme, and apply logos. On top of 
this, the missions are varied, result- 
ing in an experience that 
never seems to grow old. 

While Armored Core may 
be an action game at heart, 
the element of strategy 
involved in determining the 
best gear required for each 
mission pushes the game 
past the normal confines of 
the genre. It’s extremely 
smart, very well done, and 
if you’re any fan of action 
games and giant robots, 
Armored Core is one 
mission you won’t want to 
turn down. 
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Compete head-to-head. Surrender nothing. 

The Microsoft Sidewinder game pad brings the action of video game play 
to the PC. Now. as many as four of you can play Windows 95-based games by 
daisy-chaining these pads together without losing any functionality. Only Sidewinder 
game pads do this. 

Map complicated, hard-to-remember multi-button moves to a single button for 
execution of lethal maneuvers. And it's a perfect fit for hands of all sizes, letting you 
keep a solid grip and making it easier to use any of the buttons or triggers. So, the 
more Sidewinder game pads you own. the more friends you can take advantage of. 


www.microsoft.coin/sidewinder 


© 1997 Microsoft Corporation All rights reserved. Microsoft, Sidewinder. Where do you want to go today?. Windows and the Windows logo are registered trademarks of Microsoft Corporation. 
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you like me; you know, a guy who 
just wants to see how far a car can 
fly, while doing barrel rolls, before it 
smashes into a transit bus, resulting 
in a fiery explosion? Well, there’s 
good news tonight! You can do stuff 
with a car in SFR that defies even the 
most fertile imagination. This game 
even has a halfpipe for really radical 
drivers! Is this fun or what? 

Let me get serious for a 
moment, though. These cars han- 
dle like a dream. The analog 
joystick is perfect for sliding your 
racer around some of the most 
well designed tracks ever seen in 
a racing game. And there’s four 
completely different driving views, 
so even ‘behind the car view’ 
wussies can have a good time. 

Now let’s talk about depth. In 
lot of racing games, after you’ve 
done a few laps, you’ve seen it all. 


needs streets 
when you can fly? 
SFR has so much 
air time, it’s almost 
sim! 


This is definitely not the case with 
SFR! The options screen lets you con- 
figure the action in some very 
inventive ways. Take fog, for exam- 
ple. Some games have too little, while 
other games are cursed with an over- 
abundance of the white, fluffy stuff. 
San Francisco Rush lets you decide 
how much fog goes in the game; from 
a faint mist to a pea 


H ere at ULTRA Game Players, 
we have possibly the most 
complex rating system in 
the world. You name it, we factor it 
in: control, graphics, sound, what- 
ever. The only thing not covered in 
our labyrinthine rating algorithm is 
fun. In this case, not having the fun 
factored in is a good thing, because 
then I’d have to give San Francisco 
Rush an 1 1 . 

There’s so much fun crammed 
into this cartridge that it’s hard to 
know where to start. Do you like tire- 
burning, brake-busting racing action? 
Well, SFR’s got that in spades! 
Whether you’re racing against the Al 


or a human counterpart, there’s tons 
of hard driving action. Do you like 
hidden shortcuts and secret passage- 
ways? In SFR, every one of the 24 
tracks is honeycombed with some of 
the most inventive shortcuts and 
secret tunnels ever seen. Are you one 
of those gamers who likes fantastic 
graphics more than game- 
That big thing off to the 
right is a halfpipe, 
where you can do all 
kinds of 
amazing tricks. 

play? The design 
team for SFR spent 
hours driving all 

over Baghdad 
by the Bay, 
taking countless 
movies and pho- 
tographs that were then 
digitized into the game. Or are 


i:ff / / 1 1-/-; iz nnr:rr, r r 7 


Even the demo at 
the start of the 
game is exciting! 


1 If you drive fast enough up this Chinatown hill and survive... 2 ...you’ll find yourself at the entrance to the crookedest street in the world — Lombard Street! 3 What’s that off to 
the left? A secret entrance? Wonder where that goes? 4 Oh, great... we’re in the sewer... Ack!!! 
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With six tracks that can be mirrored 
and reversed for a total of 24, SFR 
offers great depth in gameplay. 

can eat with a fork (but use a spoon. 
You’ll want to get every drop... ). You 
can also set the intensity of the wind. 
In any other game, this would be a 
minor adjustment, but in SFR, where 
cars get more air time than Michael 
Jordan, it adds an immense edge to 
the gameplay. Take it from someone 
who’s been blown into the Bay way 
too many times! 

Some of the most fun I’ve had 
with this game was driving around 
with a friend in the split screen mode 
and playing a kind of chicken game, 
where one of us would pull off an 
amazing jump and then the other guy 
had to see if he could do it. We’ve 
killed several hours (and several six- 
ers) doing this. It just never gets old! 

Look, buy a copy of San 
Francisco Rush. This game not only 
rocks, it rolls damn good, too!!! 




Evidently, yours 
y was driving 
this car. Notice 
the signature 
burning wreck... 


1 Talk about realism! Here, a 
semi double parks while making 
a delivery. 2 If you don’t make 
this jump, you can at least check 
out the sleazy strip club that fea- 
tures ‘Live, Nice Girls.’ Yeah... 
right... 3 See this ramp? It goes 
straight up! Woohoo! 4 Roads? 
We don’t need no stinking roads! 
5 Play chicken with the transit 
bus, just like in real life! 6 Find 
enough of these keys, and you’ll 
get all kinds of new cars. 7 If you 
find yourself in this position, 
you’ve done something wrong... 


ALTERNATIVES 

Formula 1 CE: 5.4 
floto Racer: T.? 
Rage Racer: ?. c ? 
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1 Find the enemy Citadel and wipe 
it out as fast as you can. 

2 Call in an air strike when things 
get hairy — there’s nothing like a 
bomber to ruin someone’s day. 

3 See what I mean? 

4 Set up anti-aircraft batteries and 
turrets around your own Citadels. 

ALTERNATIVES 

Command & Conquer: fi.5 
Red Alert: T.q 


E very once in a while, a game 
comes along that breaks all 
the rules, that does some- 
thing no one has ever seen before, 
and does it extremely well. Uprising 
does exactly that. A combination of 
first-person action and real time 
strategy, Uprising challenges your 
brain as well as your reflexes. 

The backstory has something to 
do with a rebellion fighting an evil 
Imperial oppressor. It reads pretty 
well in the manual, but doesn’t affect 
the game much. The important part is 
that the rebels have stolen the 
Imperial Wraith, a big, heavily armed 
and armored hover tank. The Wraith 
is dropped on Imperial held planets, 
and you drive this monster of a 


weapons platform around, blasting 
everything in sight. 

However, it’s not that simple. 
Although the Wraith is pretty tough, 
the Imperial forces are way too 
numerous to handle alone, so as in 
real time strategy games, you have to 
build up other troops and military 
hardware to do the job. This is done 
by capturing and holding Citadel 
sites, points on the map from which 
power can be drawn and on which 
structures can be built. Then you 
drive the Wraith over to an Imperial 
Citadel site, teleport in the troops and 
tanks you’ve constructed, and take it 
out. Once captured, you can use that 
site to build even more troops, and 
take out the next site. 

The game’s control is nearly 
flawless, a combination of mouse and 
keyboard control that quickly 
becomes second nature, and can be 
easily cus- 


Still pictures can’t 
begin to get across 
just how action- 
packed and fun this 
game can be. 


Onward, stalwart comrades in arms! 
Infantry are the only units which can 
take out enemy structures. 


tomized. The 
graphics are 
incredible, and if 
your PC is 


a lot of 
variation in the 
terrain, from 
ice-bound planets 
to volcanic 


The pace is incredibly fast and the chal- 
lenge is steep, but if you can keep up, 
this is a game like no other. 

equipped with a 3Dfx accelerator, 
you’ll be treated to a high frame 
rate, high resolution display 
that fits the pulse-pounding 
pace of the game like a 
glove. The level of difficulty 
ramps up nicely, with the 
first missions providing a 
nice challenge, then becom- 
ing more difficult. 

Best of all, the game sup- 
ports multiplayer combat, 
either over the Internet or a 
LAN. It only supports four 
players at a time, but the 
pace is so frenetic, maybe 
that’s not such a bad thing. 

In short, anyone who’s at all 
serious about games should 
go out and buy this. Anyone 
who isn’t brain dead or para- 
lyzed won’t be disappointed. 


o 
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H nother 2D Capcom fighter? 
For years, Capcom has 
dominated this realm with 
games like Street Fighter II, X-Men, 
and Dark Stalkers. And it doesn’t look 
like things’ll be changing soon. 

With the tardy Marvel Super 
Heroes, Capcom is once again show- 
ing its 2D graphic ability by displaying 
some incredible hand drawn sprites. 
Using the same fighting engine as its 
X-Men title, Capcom has tweaked it 
mildly while adding upon the game- 
play in the form of the Infinity Gems. 
The six gems can augment the char- 
acters attributes in a variety of ways. 
This is a welcome feature which defi- 
nitely adds some strategy into what is 
an already excellent game. 


The things that still annoy, how- 
ever, are the insane jumps each of 
the 12 characters can do. These 
jumps propel a character up to two 
screens high, leaving the other player 
on the ground wondering what’ll hap- 
pen next. Sound confusing? It is. 
Moves are your standard Capcom 
fare, but if you're a Capcom zealot, 
you already know that. The main rea- 
son for playing this game are all those 
cool Marvel charac- 
ters! And that’s what 
makes this title shine 
— the characters. 

Spidey hasn’t been this 
animated since his 
Filmation stint back in 
the 70’s! 

So, what does 
this all spell out in the 
end? Judging from 
how it was received in 
the arcades, you’ll 
either love or hate this 
title. Personally, this 
reviewer thinks it’s one of 
Capcom’s stronger fight- 


action in Marvel 
Super Heroes can 
get quite chaotic 
at times. 


ers. Since it is available for both the 
Saturn and PlayStation, this reviewer 
suggests you stick with the Saturn 
version if you’ve got both. The 
PlayStation suffers from painful load- 
ing times and slowdown, while the 
Saturn version loads at satisfactory 
times and moves along at a brisk 
pace. Now, where’s my Justice 
League fighting game, Capcom? 


, _ web can temporarily 

immobilize an opponent like 
Captain America. 


Those bright 
flashes can 
only mean there’s 
Marvel Super 
Hero action 
ahead! Wow! 


Shuma Gorath is one of the most 
animated fighting characters 
ever made. 


Iron Man’s projectiles are very 
hard to avoid unless you do a 
super jump. 


BlackHeart: The cheapest fight- 
ing game character ever 
conceived. 


The X-Men have no new moves, 
making them the least interest- 
ing of the bunch. 


Psylocke’s ‘X-Power’ still does 
massive damage to 
weary opponents. 


ALTERNATIVES 

War Gods: 

Dark Rift: 1 . L 
Street Fighter EX: 
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GENRE. Racing 5 PLAYERS. 1 to 2 e PUBLISHER. Electronic Arts 


DEVELOPER. Infograhes g> RATING. KA Q M.S.R.P. $41^5 
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Night racing on snow — a miasma of 
white and black that leaves you won- 
dering where the hell you’re going. 
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H enry David Thoreau wrote, 
The mass of men lead lives 
of quiet desperation.’ Now 
in our winter of racing discontent, we 
can safely paraphrase, ‘the mass of 
racing games have desperately failed 
to evolve on PlayStation.’ And now 
racing game fans can add Need For 
Speed V-Rally to the list of bland 
zoom-zoomers they don’t want from 
Santa this season. 

Like Activision’s Grand Tour 
Racing ‘98, Need For Speed V-Rally 
takes you around the world to exotic 
locales for on and off-road rally 
racing. Locations vary from African 
villages to the English countryside, 
and aside from the varying 
topography, the visuals include 
weather effects and daytime, dusk, 
or night racing. 

But despite providing a com- 
pelling sense of speed, the racing just 
isn’t that exciting. The rally cars are 


There are three modes of play, 
Championship, Arcade, and 
Time Trial. 


certainly more 
appealing to the 
Europeans this 
game was 
intended for, and 
while the physics 
support some 
superb flips 
during crashes, 
the physical 
control of the car 
is not as 
promising in 
comparison. The 
kind of powersliding found in 
Sega Rally is next to 
impossible to pull off when 
cornering in this game. 

Which leads to 
l /-Rally’s biggest flaw. The 
courses are narrow and 
twisty in design, and as the 
roads are drawn with 
textures similar to the 
landscape, it is not always 
apparent where you need to go. A 
copilot voice tells of upcoming turns, 
and an arrow appears on screen to 
break up the player’s immersion. 

As you only race against four 
cars, the challenge lies not so 
much in getting ahead, but in 
staying on the course, since 
the main mode of taking over 
first place seems to be a 
friendly shove up against the 
fender, forcing you or your 
opponent off the road. 

Overall, Need For 
Speed V-Rally is a lackluster 
racing experience. Only rally 
freaks need to speed here. 


1 Pick from 1 1 official rally cars, 
and flip them around like this. 

2 Like playing a Saturn game, 
the frame rate is decent, the 
landscape is well detailed, but 
the graphics are a little pixely. 

3 The cockpit view gives you a 
wider look at the track. 

4 It doesn’t take much to bang 
the other cars off the course, so 
give ‘em a friendly fender shove. 


Of course, two player split-screen 
mode racing is an option. 


ALTERNATIVES 

Rally Cross: 
Grand Tour Racing “Ifi: 
Test Drive Off-road: 


Funny, for an EA 
game, there sure 
are a lot of Ocean 
banners on 
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HriEW WRV TO STREnETHEn VOUR WRISTS WITHOUT THE H/SH OF EO/nO BLinD! 


T he developers of Fighting 
Force claim that it’s a 
revolutionary step for- 
ward for the Final Fight genre, but 
what seems more appropriate is 
that it’s an evolution. 

True, Fighting Force is the first 
game of its kind to be entirely 3D, and 
yes, the branching paths, variety 
of moves, and interactive 


The cinemas don’t deliver a 
good enough story or 
immerse the player like 
those in Die Hard Arcade. 


Mace wants to be like Lara Croft, but 
this heroine just doesn’t have the 
class of our favorite lusty lady. 


backgrounds surpass 
anything before it. 

However, none of 
this seems to 
make to much of 
a difference in 
gameplay. It’s still a 
button-mashing 
affair, in which you’ll 
pick one or two 
moves and 
use them 
over and 
over again 
on the 
hordes of 
attacking 
enemies. 
The one 
element of the 
game that was 
done extremely well 
was the control and speed 
in a 3D environment. It’s done so well 
that you’ll hardly even notice the 
game is in full 3D. Essentially, the 
developers did such a good job 


four different 
characters to 
choose from, 
Fighting Force has 
plenty of ways to 
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1 UPS workers are back on the job and 
they’re pissed! 2 Utilizing the slide attack is 
the best way to take out most enemies. 

3 Explain this to me: I hit someone with a 
knife five times and suddenly the knife dis- 
appears? 4 Completely interactive 
backgrounds include the ability to beat up 
yuppie mobiles like this. 5 Pulling off two- 
player combos is the best, and most 
original, part of Fighting Force. 

maintaining that 2D feel, that they 
never really take advantage of the 
3D engine. 

Everything else about Fighting 
Force feels and plays nearly identical 
to games like Streets Of Rage and, 
while these are fun games, it certainly 
doesn’t make the game revolutionary. 

A typical stage-to-stage fight against 
three or four baddies at a time even- 
tually leads up to showdowns with 
boss characters. True to the classic 
style of gameplay, the bosses all have 
patterns which you must figure out in 
order to get past them. 

The completely interactive 
backgrounds allow you to use a veri- 
table cornucopia of different objects 
for bludgeoning. The developers 
have even included several 
explosive weapons. The prob- 
lem with this is that it isn’t 
anything new. Wouldn’t it be a 
nice change if you could pick 
up items like guns and hold 
onto them from level to level, 
choosing when to use them? 
Instead, you have only three 
shots, which must be used 
right away and don’t do that 
much more damage. 

The two-player game is a 
blast and the arena battles are 
a nice extra, but in the end, 
Fighting Force doesn’t do 
enough new stuff to move this 
tired genre forward. 
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ALTERNATIVES 

Die Hard Arcade fi.2 
Perfect Weapon 1 .? 
Time Commando b.'T 
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READY TO WEAR 

For the PlayStation'" game console 


Reality Quest's The Clove 
will change the way you 
playgames. " 

- GamePro 

July 1 997 



the VIDEO GAME CONTROL 



" The Glove does 
give the dedicated 
gamer a competitive 
control advantage." 

- Ultra 

GamePlayers 

July 1997 


" The coveted Glove 
is a truly revolutionary 
controller. " 

- PSM 

October 1997 


Licensed by Sony Computer Entertainment America for use with the PlayStation game console. 
PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 


...ON HAND NOW 

AT STORES EVERYWHERE 



License Pending 


100% Compatible 
with the Standard 
Controller for the 
PlayStation™ 

Game Console 

Digital, Analog, and 
Simulated Analog 
Modes 




• Proprietary Wrist 
Motion Sensing 
Technology 

• Optional Y-Axis 
Layout 

• Three Pre-defined 
Button Layouts 


• Plug 'n Play 

• Fast Button Layout 



• Three Sensitivity 
Options 


For more information and availability, check out 

WWW.THEGLOVE.COM 




GENRE. Shooter © PLAYERS. 1 OR E O PUBLISHER. GT Interactive 
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TmriH of it ns Tujisted Methl unDEmunTES 


S ingletrac has found a suc- 
cessful gaming concept and 
has adapted it nicely for a 
whole new game. Instead of creating 
Twisted Metal 3 right away, the com- 
pany took the concepts of that title to 
a new direction in the underwater 
shooter — Critical Depth. 

The goal is to collect all five 
special pods hidden in a level before 
an opponent does. Each match pits 
several unique underwater craft 
against each other in battles to 


39K 


The whimsical character and vehicle 
design from Twisted Metal is seen here. 


Professor Armstrong bears a suspi- 
cious resemblance to Indiana Jones. 


collect these pods. The individual 
craft are designed similarly to those 
in Twisted Metal, with unique 
weapons for each submarine. 

The control is tight and respon- 
sive, which allows players to focus on 
shooting down anything that moves. 

One feature that adds to the 
action is a particularly strong sound- 
track. This music increases both the 
tension and excitement level of the 
This underwater action, which is the 
city was on dry land most you can ask of 
before El Nino hit. a soundtrack. The 




nee all the pods 
e collected, 
players exit 
through these 
massive portals. 


The level designs are simple, but the 
environments are huge. 

graphics are where this game falters. 

The vehicles and characters 
are well designed, and 
innovative, but they don’t 
look very awe inspiring in 
action. Also, the special 
effects for explosions and 
weapons fire are bland and 
lifeless, which takes away 
from the impact of major 
battles. Finally, the tex- 
tures are not very 
appealing, and the seams 
between these textures 
pop up from time to time. 

This title will appeal to 
fans of the Twisted Metal 
series, but those who 
aren’t already interested 
in the series won’t be 
very impressed. 


1 If you get hit by weapons fire, 
you might lose the pods 
you’ve collected. 

2 A single free pod commands a 
serious amount of attention. 

3 These narrow passages host 
many a vicious battle. 


ALTERNATIVES 

Sub Culture fi.S 
Treasures of the Deep S.O 
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This is irure thfui just r preouel! 


V ou know, Red Alert is the 

perfect example of how a PC 
to console port should be 
handled. Everything that plagued the 
PSX version of Command & Conquer 
has been remedied, and that’s a good 
thing, because it displays that 
Westwood Studios is listening to its 
consumers and is not just after the all 
mighty dollar. 

Taking place in the early 40s, 
Red Alert asks the question: What if 
Einstein created a chrono-placement 
device that allowed him to travel back 
into the past and prevented Hitler 
from starting World War II. The 


answer is the game itself. Instead of 
Germany coming into power, it’s a 
brutal face off between Russia and 
the rest of Western Europe. It’s up to 
the player to once again choose sides 
and determine the outcome. A wide 
variety of exotic weapons, ranging 
from teleportation devices to nuclear 
weapons, are available to both sides. 
And as the story unfolds, the player 
will soon see how the forces of the 
GDI and NOD evolve from the ashes. A 
very appropriate setup for what will 
become Command & Conquer. 

Running at 60 frames per sec- 
ond and at high resolution, Red Alert 
boasts some incredible on-screen 
battles, not to mention unit animation. 
All the patented unit voices have been 
kept intact, meaning that players will 
still shudder when a Tanya (Red 
Alert’s commando demolitions unit) is 
lurking nearby. And Frank Klepacki, 
Westwood Studios’ 
in-house maestro, 
once again shows 
off his musical 
prowess with 


ittles can get quite 
intense when multi- 
ple units engage on 
the field. 


a fantastic soundtrack ringing with 
industrial/techno/hip hop tunes. 

Perhaps the two things that set 
Red Alert apart from last year’s 
Command & Conquer is its multi- 
player and mouse support. Yes, it may 
be true that a majority of PlayStation 
owners may not have a link cable or 
mouse, but at least the developer 
went out of its way to throw in these 
features. And this is what makes this 
title so excellent. Commitment and 
quality - something that's been 
missing from a lot of PlayStation titles 
this year. 

© 




Base structures should be 
spread far apart to avoid possi- 
ble nuclear strikes. 



1 

2s, 

—2 



Red Alert relies on a fine mix of 
resource management, offense, 
and defense. 


Mammoth tanks are tough, but 
can be overrun by groups of 
small fire teams. 


One Tanya can obliterate an 
entire base by herself. 


The Soviets have an excellent 
air force, while the Allies excel 
in the naval department. 


ALTERNATIVES 

Syndicate Uars: 
X-Com: Apocalypse: 73 
M:TG Battlemage 
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Lust verb’s hit resurfrees with moRE mauES fmo bigger... um... curues 


ith all the sequels surfac- 
ing in this year’s final 
quarter, Pandemonium 2 
comes as no surprise. The original 
sleeper hit from late ‘96 feels poised 
to capture the hearts of 2 1/2D plat- 
form fans once again. 
Crystal Dynamics has 
revved up the appear- 
ance of not only the 
game’s graphics, but 
the formerly elfin 
Nikki to vamp status. 
With top quality light- 
sourcing and the 
return of the origi- 
nal’s lush 3Dish 
backdrops, the 
graphics seem to 
pale in compari- 
son to the 
overhaul of Nikki’s 
physique. While this 
feature weighs little 


Nikki’s close-ups are extraordinary, 
as are Fargus’ (like any of you 
guys care!). 


The worlds contained within the game 
are very complex at times, requiring a 
little exploration and backtracking. 


on the gameplay, 
it must be men- 
tioned for the 
mere fact that so 
much of the 
game’s attraction 
and presentation 
rests heavily on 
the appeal of the 
busty heroine. 

Aside from 
the above babble, 

Pandemonium 2 
remains a solid 

game. With a funky new techno 
soundtrack, there are more 
than enough levels and vari- 
ations to puzzle past 
platform gamers. The 
inclusion of multiple paths 
is an interesting twist to 
the original’s level struc- 
ture, leading the gamer on a 
sometimes quite confusing 
quest to hunt down all the 
treasures. You’ll need to navigate 
through some fairly complex avenues 
using your character’s new grappling 
and ducking techniques in order to 
find them all. But P2 has 
become a much more difficult 
game to master. Although the 
game’s engine hasn’t really 
been completely overhauled, 
the developers seem to have 
renovated the obstacle course, 
planting new challenges that 
serve to test the player’s abili- 
ties and push them to the limits 
at times. And with the stubborn 
auto-camera angles, your 
character can sometimes be 
difficult to spot on the massive 
and colorful screen. While this 
may compromise some of the 
fun, Pandemonium 2 does pro- 
vide enough solid gameplay to 
make the player feel that his 
quest is worthwhile. Platform 
fans should rejoice. 


1 Level designs as well as back- 
grounds consistently change 
from stage to stage. 

2 Nikki’s, uh... ‘personality’ will 
be her main attraction. 

3 One drawback to the auto- 
camera angles in Pandemonium 
2 is the minuteness of your 
character. Is that Nikki jumping 
or a falling sprig of parsley? 

4 Your character’s hang and 
climb techniques will come in 
handy to reap all the treasures 
from each level. 


Beautiful iightsourcing and an abundance of 
'angles’ to show it off are a graphical highlight of 
the game. 

ALTERNATIVES 

Crash 2 

Disney’s Hercules 7 
Mischief Makers 


game’s main 
and struc- 
ture haven’t been 
necessarily 
reworked, but the 
graphics have been 
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Plhvims 'Bub CammnnDER' m the both tub will tieueh be the snmE... 


T he undersea adventure 

genre has come a long way 
since Aquanaut’s Holiday 
appeared (and rapidly disappeared) 
for the PlayStation. Not that 
Aquanaut’s Holiday was all bad, but 
it’s refreshing that the latest offer- 
ings seem to at least have a 
point. And in the case of 
Sub Culture, a beautiful 



Commerce features allow the player to 
exchange goods for new equipment. 


undersea environment and a variety 
of challenging missions mean that the 
sub-genre (Pretty punny, eh?) seems 
to have come into its own. 

It is the exploratory nature of 
Sub Culture that differentiates it from 
the standard shooter. 
The game creates a 
beautiful and 
utterly 
believable 
underwater 
I experience. If 
1 there is one 
complaint 
about the 
graphics, it is 
that the inability 
to surface prevents 
the player from venturing 
beyond the play area, disrupting the 
illusion of a realistic 3D environment. 
This is a problem common to 3D 
games, but running into impassable 
mountains underwater is more 
annoying than barriers encountered in 
other 3D games. 



1 The environment features everything from 
mysterious caverns to bustling cities. 

2 Sub Culture supports a wide range of 3D 
accelerator boards. 3 The external view is 
generally the preferred play perspective, but 
Sub Culture does offer a first person view. 

4 Aw, who’s kidding who? Any true sub- 
mariner is itching for a fight. 5 Going down? 

Beyond the beautiful graphics 
and immersive environments, Sub 
Culture offers gameplay that is more 
complex and challenging than 
Treasures of the Deep or Critical 
Depth. The missions in the game take 
place in an underwater world that is 
burdened by civil war and toxic pollu- 
tion. The 30 or so different missions 
are challenging enough, but some- 
times the events of the underwater 
world make things even more compli- 
cated. A rather extensive commerce 
feature that requires players to earn 
money for future missions also adds a 
satisfying element to the game. 

The only thing that holds the 
game back from receiving an ULTRA 
rating is that Sub Culture is a one 
player game. A multiplayer option 
is now an indispensable feature. 
Considering the fact that the 
game is blessed with a won- 
derful 3D world and has subs 
with numerous 
upgrade pos- 
sibilities, the 
failure to 
include even 
a cursory 
multiplayer death- 
match scenario is 
very disappointing. 

2® ^ Still, the bur- 

geoning underwater 
adventure genre has come 
a long way in a short time, and 
despite its flaws, Sub Culture 
can definitely assume the title 
of genre leader for the 
foreseeable future. 



ALTERNATIVES 

Tigershark: 7.1 
Treasures of the Deep: fi.O 
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H fter what seems like months 
of playing Monster Rancher, 

I can honestly say that I 
haven’t gotten sick of it. This may 
seem like an odd opening line for a 
review, but it’s true. Filled with odd 
curiosities and a very unique 
approach to resource management, 
this game is as good as it gets in its 
genre. The premise is entertaining 
enough: raise a monster, develope its 
different strengths and weaknesses 
through training and discipline, then 
instruct it through battle after battle 
until you can reach the top class to 
become an elite ‘Master Breeder.’ 
Okay, so it sounds a little 
hokey, and it’s guaranteed that it will 
come off this way to plenty of 
gamers. But the real niche appeal of 
the game lies in its immersive quality 
and the plethora of entertaining 
options that are interwoven into 
the actual raising of 
your monster. 


The breeder book is like a pictorial tour 
of your figurative monster brood. 

You must deal with the financial 
demands of schooling and feeding 
your monster, in addition to the mon- 
ster’s birthdays, and the random 
demands of various outside charac- 
ters (an archeologist will swing by, 
once you reach C class, to ask your 
monster out on expeditions of various 
ruins). Your monster can acquire 
unique items by exploring the ruins, 
or he can simply pick up an odd 
thing or two around the ranch. 
There’s also the opportunity to 
breed rare creatures once 


raining Courses 
are expensive, 
but important for 
boosting stats 
and gamering 


You’ll be cussing and cheering your 
monster through some grueling fights. 


Work them, fight them, and freeze them. 
Hey, these monsters need a union! 

you’ve fulfilled certain requirements. 
The small, but important 
details that continually sur- 
face throughout the game 
are enough to inspire you 
to reach higher classes. 
The graphics and music 
may not figure so highly 
into the mix, but they serve 
the purpose of the game 
well. With nice polygonal 
battle sequences (wherein 
you can choose to control 
your monster or not) and 
an appropriately cutesy 
soundtrack, the visuals and 
audio keep the gamer 
focused on the task at 
hand. And that task is as 
time consuming as it is 
rewarding when you stum- 
ble upon something new 
while playing. With too 
many cool things to mention 
about Monster Rancher in 
one small review (i.e. using 


1 Your little guy’s strengths need 
to be cultivated to survive. 

2 Need some cash? Cruise the 
battle circuits and rake it in. 

3 Monster Rancher’s coolest 
feature will have you plugging in 
disc after disc to create the 
perfect beast. 

any old CD in the Shrine to discover 
strange and unusual creatures, 
pitting your monster against a 
friend’s, etc.), the game deserves to 
attract a whole new audience to the 
niche gaming genre. 

O FRANCESCA REYES 


ALTERNATIVES 

Princess Maker 2: 'TO 
Reel Fishing: b.l 
Graduation: fl.k, 
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your fate unless you can outwit Norway's most lethal 
killer-Scissorman. You’ll have to become a master of 
stealth and deception to avoid being cut to ribbons in 
this blood-soaked horror adventure. 


Five playable characters and ten different endings 
for super-extended replay value. 

Amazingly detailed, horrific graphics and 
special effects. 

Bone-chilling sound effects. 


So grab your copy of Clock Tower™, 
out the lights, and pray. 


fcu > — * * 
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© 1997 III MAN CORPORATION. All Rights Reserved. ASCII entertainment, Clock Tower and the (Jock Tower logo are trademarks of ASCII entertainment Software, 
Inc. PlayStation and the PlayStation logo are trademarks of Sony Computer entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software 
Association. All other brand and product names are trademarks or registered trademarks of their respective holders. 
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aven Software departs from its Hexen 
and Hexen II legacy with Mageslayer, a 
Gauntlet-\\ke, top-down shooter. Choose 
from Warlock, Inquisitor, Arch Demon and 
EarthLord, each with its own unique attributes and 
spells, and spill buckets of blood as you fight your 
way through 
dungeons, 
sewers and 
fiery pits. 
Mageslayer is 
a traditional 
game in a lot 
of ways: famil- 
iar gameplay, 
gothic theme, 
tried and true 
puzzle solving. 
With a 3D 
multi-tiered 
world, 16- 

player online play, and stunning 3DFX 
enhanced graphics, this title adds a lot to the 
genre and makes for one fun game. 


Anybody up for toast? Mageslayer 
is blood and gore at its best. 


Nothing like a 
little green fire 
shooting out of 
your arms to lay 
waste to evil. 
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fter dropping the ball on its last add- 
on, Westwood Studios has returned 
with an expansion that takes the core 
game of Red Alertto new heights. 

The game is now extremely balanced, 
thanks to the inclusion of new units such as 
shock troopers and Tesla tanks. Plus, all the 
new units can be used in multiplayer games as 
well. Finally, the offering of new solo missions 
and multiplayer maps are sure to keep even 
the most burnt out Red Alert junkie coming 
back for more. Don’t miss this one! 


© JASON rnHWES 




The new units do more than blow things up — 
they also balance the game. 




V ou’re the misunderstood stranger in a 
new town where everyone else has 
gone insane. What’s a fella to do? Kill 
everyone. Although it’s an isometric view 
shooter, Postal plays like a first person game. 
The single player levels are good, but Postal’s 
multiplayer levels shine with up to 15 other 
lunatics on the prowl. The atmosphere is suit- 
ably creepy, with nasty locations like trailer 
parks and junk yards. Unfortunately, Postal’s 
sound effects are mediocre at best. Despite its 
flaws, Post al is a refreshingly different game. 


O 


Postal offers a nice alternative to the first person 
gorefests that are currently the rage. 
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0 GENRE. Action 


© PLAYERS. 1 


© PUBLISHER. GT Interactive 


DEVELOPER. New Level Software 


M.S.R.P. 


F orever the bad boys of the courier busi- 
ness, bike messengers are seen as cool 
and rebellious. However, all Courier Crisis 
will ever be seen as is crap. Pick up packages 
from the suits on busy streets and deliver them a 
few blocks away. This is more difficult than it 
sounds, but only because the control is terrible and 
stiff. The developer’s idea of challenge in Courier 
Crisis is to place the pick-up and delivery spots 
farther apart from level to level, while increasing 
the amount of cars and pedestrians on the road. 
Add disgusting graphics to this mix and you’ve got 
one dog of a game. 


, 




0 

PLAYERS. 1 

TO A 

0 

PUBLISHER. 

NovaLogic 

0 

DEVELOPER. 

NovaLogic 

O 

RATING. T 


© 

M.S.R.P. 


J ust a few months ago, NovaLogic’s 
Voxel Space 2 technology gave its PC 
games an impressive graphics edge, 
but these days, with the proliferation of hard- 
ware accelerated games, titles like Armored 
Fist merely look nice rather than exceptional. 

Armored Fist plays more like a shooter 
with some nice simulation elements rather 
than a full blown tank sim. This places 
Armored Fist 2 in rather a precarious position. 
It’s a tank game that doesn’t really appeal to 
sim freaks and it may be a bit slower than 
arcade gamers may like. Still, if you fall some- 
where between those two categories as a 
gamer and you like military-themed games, 


0 AUDIO/VIDEO 0 GAtlEPLAY 


Armored Fist 2 offers enough depth and 
mission variety to warrant a thorough playing. 
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Armored Fist 2’s game- The rendering technol- 
play feels more shooter ogy is impressive, but 
than sim. looks somewhat dated. 

© SPECIAL 


You sure can jump high! Too bad you still have to 
play the game when you hit the ground. 
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© PLAYERS. 1 or B 


PUBLISHER. Th a 


Q DEVELOPER. Polygon Magic 
© RATING. T 


M.S.R.P. SHT^I 


T HQ wanted to create a 
fighting game that more 
represented America than 
Japan in I/s., but has succeeded 
only in pulling together a collection 
of stereotypes that happen to 
fight each other. Most of the 
women have short skirts that 
frequently fly up, exposing 
panties. This would be sort 
of cool if the control wasn’t 
completely abysmal. The Titanic sank faster 
than it takes to execute a move in Vs. The 
movement is jerky and the polygons are big 
and blocky. Even the taunts are terrible! THQ 
should stick to importing Japanese games like 


Ghost in the Shetland leave the fighting 
3 well alone. 


O t 


Hope he’s wearing a cup! 
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GENRE. Puzzle 



PLAYERS, lor a 



PUBLISHER. Sony CE 



DEVELOPER. SCEI 



RATING. KA 



M.S.R.P. $4^5 



E very once in a while, a puzzle game 

comes along that is so good, it makes us 
forget what we ever saw in Tetris. 
Intelligent Qube is one such game. 

No falling blocks here. You control a small 
human figure who runs across the surface of a 
three-dimensional rectangle. The goal? To sink the 
gray cubes 
which flip 
towards you 
into the floor 
while avoiding 
black ones. 

The less flips it 
takes to do it, 
the higher 
your score. 

It might seem 
like a strange 
concept at 

first, but it soon becomes second nature. After 
that, you’re hooked. If you’re a puzzle fan, 
Intelligent Qube should not be missed. 



Sink the gray blocks and you win. 
Sink the black ones and 
you’re sunk. 
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PLAYERS. 1 

TO 5 

O 

PUBLISHER. 

Psygnosis 

© 

DEVELOPER. 

Psygnosis 

© 

RATING. KA 


© 

M.S.R.P. 


vast! Shipwreckers is a refreshing 
departure from the dark and flashy, 
techno-backed library of Psygnosis 



Occasionally you must morph your boat into a 
hot-air balloon to solve a puzzle. 


titles. From any of several overhead perspec- 
tives, players must navigate their pirate ship 
through enemy waters, amassing treasures 
and collecting new weapons, while avoiding 
obstacles and battling enemy ships. Its simple, 
yet ambitious design is solidified with cheerful 
graphics, appropriate maritime music, and 
plenty of variation to guarantee enjoyable 
gameplay. Extras include power-ups that turn 
your ship into a hot-air balloon, and shipmates 
that jump overboard when your galleon 
catches fire. This game is proof that old genres 
only need to be rethought, not abandoned. 

© rm russ§ 
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sing the high-powered Quake engine 
developed by the masters at id 
Software, X-Men hurls the player into 
Apocalypse’s realm, where the X-Men team 
has been cloned and readied for world domina- 
tion. The player must make his or her way 
through this world of dopplegangers and over- 
throw the Apocalypse before it’s too late. 

Graphically, this game represents the 
world of the X-Men very accurately. All the 
characters are there for you to mow down with 
your weapons. However, the game would’ve 
been more interesting if the player could 
assume the roles of the X-Men themselves. All 


in all, it’s a nice Quake add-on, but doesn’t 
compete with the new games, like Quake 2. 



Newer characters like Bishop even show up to 
give our hero a hard time! 
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9 GENRE. Racing 
Q PLAYERS. 1 or E 
Q PUBLISHER. GT Interactive 
Q DEVELOPER, n- Space 
© RATING. KA 
0 fl.S .R.P. 

ranted, there are a lot of racing games 
for the PlayStation, but I can guarantee 
you none of them involve racing giant fly- 
ing bugs. GT Interactive’s Bug Riders does, 
however, and although it’s a fresh twist for a 
crowded genre, it’s too ambitious for its own good. 
To make the bugs go faster, you beat them with a 
crop, like a horse. Not only is this a rather tedious 
way to race, but when you hit them too much, they 
cry out in pain! The graphics are decent, if bland, 
but the control of the winged insects is unforgiv- 
ing. After a few minutes, the novelty wears off and 
all you’re left with is one angry bug. 


Take out 
the other 
racers with 
projectiles! 
It’s WipeOut 
with bugs! 


The scenery is 
quite nice, but 
nothing special. 
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ou know, it’s quite refreshing to see a 
game that lives up to its name. Mass 
Destruction plays just like it reads. 

You’re strapped into a supertank, and 
you need to blow up everything in sight. 
Graphically, it’s a blast, with highly detailed 
worlds and flame effects that look better than 
anything ever seen on a Saturn. Level design is 
smart, and the Al is intelligent, and survival- 
oriented. As a result, you’ll discover that the 
various weapons left for you are very neces- 
sary to accomplish certain objectives on a 
mission. The only downside is that even vio- 
lence can get tiring after a while, but hey, the 
thousandth screaming man you’ve ground to a 


bloody paste under your treads just doesn’t 
have the same magic. 


O JEFF CHEN 



Mass Destruction lives up to its billing, but watch 
out, the enemy knows how to hold a grudge. 






uzzle fans rejoice! Part Three in the 
continuing saga of Bust A Move is 
available for the Saturn and it’s every 



Whether you play single or double player, this 
game takes a lot of balls (Ouch!). 


bit the anime-inspired wonder you would 
expect. If you’ve played any of the other Bust A 
Move games, you’ll be instantly familiar with 
this one. There are some new additions, 
though — new characters, new drop patterns, 
all new puzzle screens, and you can bounce 
balls off the ceiling to make your shots. The 
two player mode is still where it’s at, though, 
and a good reason to own this game. Even if 
the Saturn weren’t a title-starved platform, 
Bust A Move 3 would be a welcome addition. 


O RICK SANCHEZ 
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H etro games being a dubious undertaking 
in the first place (What’s next, a new ver- 
sion of Pong?), there was initially some 
question on my part about the wisdom of even 
making this game. After playing it, there is no 
doubt — the frog would have been better off bar- 
becued. It is really the new ‘3D’ version of the 
game that is so badly conceptualized, designed, 
and executed that any semblance of the original 
game’s entertaining nature is lost. The ‘new’ game 
is almost impossible to navigate, due to the lack of 
a map. For what they’re worth, the Retro Levels in 
the game that feature the classic game format 
with an updated look are adequately entertaining, 
but if you’re feeling nostalgic, save some money 
by finding a bowling alley that has the original 
arcade game. 


o ROGER BURCHIll 



A gussied up version of the original game is the only 
marginally redeeming feature in Frogger. 
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s combat-style racing games go, Red 
Asphalt is a solid, entertaining title 
that probably would have made more 
of an impression had it come out a year ago. 
The overall feel of the game is definitely 
WipeOut-e sque, with heavily armed and 
armored cars replacing the levitating rocket 
ships of that PlayStation classic. The game’s 
graphics are a bit on the grainy side, but every- 
thing moves at a commendable frame-rate and 
there seems to be no draw-in problem whatso- 
ever. As for gameplay, it’s the standard 
‘acquire power-ups to blast and race past your 
opponents’ with no handling complaints to 
speak of. All in all, everything works well. It’s 


just that the game doesn’t blow you away. If 
you’re a fan of the genre, Red Asphalt won’t 
steer you wrong. 


© ROGER BURC HIL L 



There’s a familiar flavor to Red Asphalt, but the 
fast paced game is a solid addition to the genre. 





miimnrnrmmm 

[ffiTM - 


PUBLISHER. Namco 


© DEVELOPER. Namco 


Q RATING. KA 


© M.S.R.P. 


amco’s compilation series has always 
held mixed appeal since each volume 
only seems to offer a couple of good 



games. With Namco Museum Vol. 5, the situa- 
tion is even bleaker, with only one standout 
title out of five. Dragon Spirit was an extremely 
well crafted, top/down scrolling, 2D shooter 
and is the only game really worth playing in 
this motley collection. Pac Mania may hold 
some interest to Pac Man fans, but the limited 
field of view crippled the gameplay. The 
remaining titles will only be of interest to 
videogame historians. Maybe if Namco put all 
of its good games on a single CD, there might 
finally be a compilation disk worth buying. 


Pac Man would have been better off dying from 
Pac Man Fever than appearing in Pac Mania. 


Ol AUDIO /video Qgaheplay 




© SPECIAL 


GRAPHICS 

b 

INTERACTION 

b 

EXTRAS 

1 



r | 

MUSIC 

S 

BALANCE 

4 

PRESENTATION 

4 


— \ 

o 

SOUND FX 

b 

DEPTH 

b 

INNOVATION 





□fit ULTRA gsmsplsujsrs 


http: //www. ultragp.com 





smas 


Q GENRE. Casino Sim 
O PLAYERS. 1 or E 
O PUBLISHER. Interp lay 
DEVELOPER. Beam 
O RATING. KA 
© n.S.R.P. 344.^5 

n ot much more than polished 16-bit fare, 
this slow-loading casino offers blackjack, 
craps, roulette, 3 slot machines, and bac- 
carat. (What, no poker?) This one stinks of a low 
budget, as Interplay surely knows that casino 
games will appeal to a minority of PlayStation 
users. Designed to look like real casino tables, the 
cards only appear grainy and everything is dimly 
lit. Most disconcerting are the stiff visuals, with 
neither animated dealing nor animated pay-outs 
(Show me the money!). The interface is also 
extremely bland, yet the dealer voices add a nice 
touch. Unless you can’t soak cash from your 
friends in real gambling, or crave the aforemen- 
tioned games, you’re only throwing your money 
away at this Caesar’s. 


0 




o 


The roulette wheel is one of the few animated objects. 
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T here’s a new battleground on the real 
time strategy front and it pits the 
fascist Axis forces against the Allied 
liberators during WWII in Close Combat: A 
Bridge Too Far. As the desktop general in 
charge, you place your troops and armor on the 
actual maps used during WWII in the hopes of 
repeating historic Allied victories or changing 
the course of the war for Germany. Unlike other 
real time games, A Bridge Too Far is ultra- 
realistic. Troops panic and flee the battlefield 
and demoralized squads carry over into the 
next battle. Extensive campaign and single 
mission modes provide a lot of replay value. 
Free internet play over Microsoft’s internet 


gaming zone make this a worthy addition for 
any strategy fan. 


© rick samche: 



Hmm... Maybe these soldiers should have just 
stayed in bed. 





ell, in a PlayStation field crammed 
with racing games, CART World 
Series offers a racing experience 



The graphics aren’t anything great, and the 
gameplay may be too realistic for its own good. 


that will appeal more to real race fans than 
gamers. The control is realistic, but this isn’t 
really good, as videogames can’t offer the level 
of feedback needed for accurate control. A little 
more emphasis on incorporating arcade ele- 
ments would have increased the overall 
enjoyment of the game. 

The graphics are passable, but there are 
other games far superior in looks. The sound is 
accurate, but can get a little grating. Overall, 
there’s not too much wrong with CART World 
Series, there’s just not enough that’s 
really right. 

© JEFF LUNMZGAN 



http: //www. ultragp.com 


ULTRA gam&plaLjers 0A7 






Calendar of Events 



ER 


Live events begin 6:00 PM PST 
unless other wise noted. 
Contests and polls will be posted by 
6:00 PM on the designated days. 


www.imaginegames.com 

PC HMS3 ONLINE 


gameaddict 
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ID 



PSXPower has been 

online for a year now. We'll take a look 
back at the games of 1997, as well as some of 
the bigger industry events that have made 
1997 an amazing year, www.psxpower.com 

Dec. 2 Tuesday Patent Wars Next GeneratioN Online talks with a prominent 
developer about the disturbing trends in soft- 
ware patents. Read this exciting interview 
today, www.next-generation.com 

ipanese for Gamers The Codex of Japanese game 
companies. Saturn World teaches you how to 
search the release lists for your favorite firms to 
snag those games that’ll never come out here. 
www.saturnworld.com 

Dec. 4 Thursday Why Cartridges? Has the decision to stay with the tried- 
and-true gaming format hurt Nintendo in the 
long run? We give readers the technical break- 
down on carts, the advantages and disadvan- 
tages of the format, and the cost issues. Don't 
miss this high-tech special report. 
www.n64.com 

Ultra Came Players Online sorts through 
the year's hottest releases to determine our pick 
for the best game of 1997. www.ultragp.com 

Dec. 8 Monday Contest: Write Your Own RPG RPGs are all the rage 

right now. Send us your treatment for an RPG, 
and the best one will win an RPG prize pack- 
age! www.psxpower.com 


More than 20 of your most burning ques- 
tions are answered by Next Generation Online. 
www.next-generation.com 

Dec. 1 0 Wednesday Otaku Christmas Try the contest and win a prize! 

SatumWorld is giving away the items in our 
Sonic Fix section to lucky winners. Get Sonic 
dolls, figurines, chopsticks, Virtual On sta- 
tionery, and more! www.saturnworld.com 

Join N64.com when we 
host a Palace chat with a very special surprise 
developer, www.n64.com 

Dec. 12 Friday PCs Better Than Consoles? it’s the great debate, which is 
better? Join the UGP Online editors on the IGN 
Palace to sort it all out. www.ultragp.com 

Contest: Create a 3D demo Create a 3D demo (similar to the ol' Amiga days) 
and win one of three types of 3D accelerators 
as well as 3D accelerated games. Contest will 
begin on December 12th and run until Jan 
12th. Winners can receive - - a Riva 128 based 
card, a 3Dfx rush or voodoo based card as well 
as 3D accelerated games. 
www.voodooextreme.com 

Dec. 15 Monday: Feature: Sony Music Entertainment it's not just 
music anymore. Ever since PaRappa, Sony 
Music has been a developer to watch. We take 
a look of some of its upcoming titles, www.psx- 
power.com 
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Pre-Order the hottest games online with IGN and EB! 


In an effort to make it easier for you to get 
the games you want, the Imagine Games 
Network and Electronics Boutique have joined 
forces to offer an exciting and FREE service. 


Make it easy on yourself! 


Through this exclusive partnership, IGN visitors can reserve 
their copies of the hottest games before they are released, 
by pre-purchasing them online, as well as purchase current- 
ly released titles. Now you can have the hottest games in 
your hands at practically the same time they hit store 
shelves, guaranteed -no lines, no malls, no hassles! 


www.imaginegames.com/store.html 


All transactions are handled on a secure servei 


Here's just a small sample of the 
many games currently available for 
order and pre-order through IGN: 

Castlevania (PSX) 
Colony Wars (PSX) 

Crash Bandicoot 2 (PSX) 


Dark Reign (PC) 
Fighting Force (PSX) 
Final Fantasy VII (PSX) 
Hexen 2 (PC) 

Jedi Knight (PC) 
Madden 64 (N64) 


Marvel Super Hereos (PSX) 
Diddy Kong Racing (N64) 
Porche Challenge (PSX) 
Postal (PC) 

Quake 64 (N64) 
Quarterback Club 98 (N64) 


Resident Evil 2 (PSX/PC) 
San Francisco Rush (N64) 
Starfleet Academy (PC) 
Starship Titanic (PC) 

Tomb Raider II (PSX/PC) 
Ultima Online (PC) 



DEC. 15: Monday Vote for Your Favorite Games of 1997 vote in lots 
of categories for specific things you loved 
about video games in 1997! We'll be accepting 
votes beginning December 15. See the results 
on January 1st, 1998. www.videogamers.com 

Five of the hottest PC Demos 
arrive at Next Generation Online. Get them all 
now. www.next-generation.com 

Dec. 17 Wednesday The Big List Short and sweet reviews of every single 
U.S. Saturn title. Just in time for the holidays, 
too! www.saturnworld.com 

N64.com gives readers a no 
nonsense critique of the five best and worst 
games available in time for the holiday season. 
We'll tell you about the best buys for your 
buck and what games should be avoided at all 
costs, www.n64.com 

Dec. 19 Friday Ffep: The Legend What is ‘Hep' and what the heck does it 
have to do with gaming? Find out in UGP 
Online's craziest feature yet. You won't want 
to miss this one! www.ultragp.com 

The new year is almost 

upon us, and that means another year of great 
games. PSXPower examines these games, and 
points out the ones to watch. 
www.psxpower.com 

Dec. 23 Tuesday Quake Resource Update Next Generation takes anothe 
look at the best resources for Quake players 
including updates, GL patches, and the best 
mods on the Internet, www.next- 
generation.com 


he Life Say hi to the SaturnWorld editors in 
a totally natural and unscripted feature about 
the high-paced world of Saturn games. 
www.saturnworld.com 

Dec. 25 Thursday Insult the Editors Day The editors of N64.com will be 
hosting an "insult the editors" Palace session 
for your enjoyment. Disagree with an editorial? 
Don’t like our review? Love wrestling? Let us 
have it — but prepared to take it as good as 
you can give, www.n64.com 

S Next Ultra Game Players Online looks ahead into 

1998 to bring you a glimpse of the new year's 
hottest prospects and major events. 
www.ultragp.com 

Dec. 29 Monday Special Chat PSXPower hooks you up with a major devel- 
oper who will talk about the company's latest 
game as well as snippets from forthcoming 
titles, www.psxpower.com 

Palace chat with the stellar online 
writers who hook you up everyday with the 
best in the business. See what they really think 
of the latest games, www.next-generation.com 


Dec. 31 Wednesday Editorial Challenge The editors from the online sites 
N64.com, Saturnworld, Ultra Game Players, 
and PSXPower take each other to task in this 
reader-requested special debate. A rip-roaring 
time for all. www.saturnworld.com 


MrtSj* ^ T f — £ 





Multi-Format 



iKiviiWiW 




Contest Sponsors 


SOUTHPEAK" 

INTERACTIVE 

Westwood" 








this month's tap pi chi 





H ey, we realize that 
even though we have 
to show up for each and 
every issue, some of you out there don’t 
feel the same way. We know that some 
months are tough, and that you don’t 
always have the extra cash to shell out for 
the latest issue of ULTRA GP. Don’t fret! 
These pages fill you in on all of the games 
you missed. Just don’t worry about us, 
slaving away each and every month. It’s OK. 

ultimate aujard 

hen a game is really good, we give it 
our ULTRA Award. We don’t hand 
these things out to just any game — it’s 
got to get past the most grueling review 
system in the biz and still 
come through with at 
least a 9.0 rating. That 
ain’t easy! Recent 
ULTRA Award win- 
ners are shown 
below with a special 
red number. Don’t 
miss out on 
these games!!! 




San Francisco Rush gives 
you the chance to drive 
the way Bill does, without 
the costly legal fees or jail 
time, of course... 
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' ie wittja ri T 


:e k ^ndj provid ing n\t 


imqunt of information and assistance with 


1 3 S find qiaestioips about aarlies th’atlrve hap 


waiit to thank ail 
jsh a cbol[ iob to! 


ieamihgiy 


for sometimes 


ok theriB. Spefcif jc read- 


Playstation 


Ttjiariks j to al l our readers _j 
rakejin some serious loot fori 


2. To begin with Zero’s special two-tone 
armor, go to the character select screen 
and highlight Zero. Now hold R1 and 
press © six time. Release R1 , then press 
and hold Circle. Holding Circle, press 
START. When the game starts, Zero will 
white armor! 


I ho pe y ou all 


Spec/hl Unman for 
your Plhyers 

1. To get Megaman’s 
super-powered armor, go to 
the player select screen. 
Highlight Megaman, then 


be wearing black and 


press Circle twice, then O six 


times. Now, while holding down LI 


and R2, press START. You should have 


slightly new armor when you start, but 
soon you’ll receive the Ultimate Armor 


system: PlayStation 


Past the title screen, enter the 
codes in during the character select 
2 Zero’s new armor is just for looks. 


flnmE Codes 

In Grand Prix mode, choose to select a driver, then 
choose to edit the driver’s name. Now enter these 
codes in at the name screen in order to enable the cor- 
responding cheat. 


CHEAT 

Championship Round 16 
All extra tracks 
Easy mode for all tracks 
VR style graphics 
1960’s style cars 
New BGM and sound effects 
Phat tires 
WipeOut XL Mode 
Helicopter view 
Nonsensical announcers 
Raining frogs! 


NAME 

OLEAN ALESI 

BILLY BONUS 

TOO EASY 

VIRTUALLY VIRTUAL 
SWINGING SIXTIES . 

SWAP SHOP 

LITTLE WEELZ 

PI MAN 

ZOOM LENSE 

BOX CHATTER .... 
CATS DOGS 




To add wampa sounds to the 


1-4 All codes must be entered in while editing 
drivers in Grand Prix mode. Get new tracks and 
a bunch of cool stuff! 


main menu, enter your name 


ROCK” at 


name screen. 
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publisher: Midway 


system: PlayStation 


To enable POJO as a playable character, 
you must perform TARIA’s execution in 
one-player mode or two-player mode. 
After moving onto your next match go to 
the character select screen. Next go to 
Taria and hold down START and EVADE. 
POJO will appear in Taria’s place, then 


To change your fighter’s color, press 
and hold any of the C buttons while the 
desired fighter is selected. To confirm 
your selection, press the EVADE button, 
then press A or B to start the game. 


publisher: Capcom 


Bhhrel Bonus Br/tie . A N hi 

Highlight Practice in the Main 
Menu and press START once. 

Then, press OOOOOO, then 

press START again. A message \\* ' • 'll 1 

should appear saying: ‘Here comes 

a new game mode.’ Now, go into 

PRACTICE and you’ll see a new 

options called BONUS. The BONUS 

mode is a version of the barrel-breaking 

extra game from the first few Street Fighter games. You can combo, throw, or 
even use Super moves on the barrels! 


Leuel Select 

To select a particular stage in which to 


press an attack button to select her. 


fight, go to the character’s portrait at 


Bechets 

To enable each secret, move to each 


the player select screen and tap START 
four times, then select your character 


character listed and tap START after 


each one, then move the cursor to your 
desired character and select them as 
usual. (NOTE: All of these secrets are 
for two-player mode except for 


PLRV HS BHEnOHL 

Starting in two-player mode, one playei 
must have three total wins. Before you 


Random Opponent.) 


begin your next match, go to the fighter 


select screen and highlight Executioner. 


Select him by holding down START and 


DISNEY’S 


EVADE. Grendal will appear. Continue to 
hold down those buttons and press an 
attack button to select. You’ll now be 


system: PlayStation 


as Grendal! 


publisher: Virgin 


IHvthichl Cherts 


Now it’s a breeze to get those boss 
characters. Just enter the codes in! 


PASSWORD 


Serpent, Medusa, Coin, Medusa 


The Hero’s Gauntlet 


Centaur, Hercules Silhouette, Minotaur, Archer 


Centaur’s Forest 


Centaur, Coin, Serpent, Hercules Silhouette 


Mordus Kull, Taria, Ragnar 


Castle Battle 


Coin, Gladiator Helmet, Coin, Soldier 


Hydra Canyon. 


Bigheads! 
Small Players 


Ragnar, AT Rashid, Takeshi 

Takeshi, AP Rashid, Ragnar, Xiao Long 


Helmet, Pegasus, Hercules Silhouette, Archer 


Cyclops Attack 


Soldier, Coin, Coin, Thunder Bolt 


Random Opponent 


Hell Knight, Xiao Long, Dregan, Namira 


Medusa, Soldier, Centaur, Pegasus 


of Eternal Torment 


Speed Grid 
San Francisco F 
Macchu Picchu 


Ichiro, Xiao Long, Koyasha . . . 
Xiao Long, Al Rashid, Koyasha 

Namira, Koyasha, Taria 

Koyasha, Mordos Kull, Takeshi 


Vortex of Souls. 


Soldier, Lightning Bolt, Soldier, Centaur 


Pegasus, Soldier, Centaur, Soldier 


Ending Cinemas, 


Mini-Golf Land 


1-4 Cheat your way through 
Hercules with these paswords 
at your side. 




system: Saturn 


Pihie Bell 

The Pixie Bell lets you summon all 50 pixies to attack your current opponents. 
To find it, collect all 50 pixies, then go to the Pixie Monument in the Forest of 
Confusion. Once there, press C and 
your pixies will summon the V1HF — 

Fairy Queen. In exchange for 

freeing her subjects she’ll ** . 

give you the Pixie Bell. To use A*, 

it, simply use the item during r | ,36 || j, \T 

any combat sequence, like J , &1 WlT . •• ' 

you would your regular pix- _ t 1 y $T?| 

ies. It incurs approximately i y ^ 

438 points of damage to each y *jL 

enemy. Good stuff! y i 4i 4 u 



' PA5JAOEWAYI OF 1 
ETERNAL TORMENT 


HS 



016 ULTRA gamefplaLj&rs 
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system: Saturn 


Enter the Create A Driver menu 


Bonus ITlini-GnmE 

At the title screen, highlight ‘Sonic World’, then hold A and press START. 
This will send you into Sonic World to get 100 rings in under 60 seconds. 


scrolling through the different driver 


choices, and enter your name as ‘PUSH- 
BUTT.’ When you confirm the entry, 


you’ll now have a choice between 


American race team cars! 


CLEnn Pruse Screes 

Not much of a cheat, but for cleaner 
screenshots, press X + Y + Z while the 
game is paused. 


UlEUJ HLL IJtnUIEB 

To watch all the movies in the theater in 
sequence, press X, Y, and Z, and while 
holding these, press A. It’ll take longer 
to load up then usual, then you’ll watch 
all the movies in order. If you watch 
carefully, you’ll notice a few that 
aren’t available in the theater 
selection screen. 


system: Saturn 


publisher: Crystal Dynamics 


Chert Codes 

Enter these cheats in at the password screen to add 
a little extra nuttiness 


your journey. 


Welcome the blue guy back, gang! 
Watch all the cinemas in a row. 
3-4 Clear the pause screen for a 
clean screen shot. 


CODE 

BORNFREE . 
ALMABHOL . 
HARDBODY . 
VITAMINS . . 
CORONARY . 
EVILDEAD . . 
INANDOUT. . 
BODYSWAP. 
OTTOFIRE . . 
TOMMYBOY 
CASHDASH 


effect m - jr JrW* , 

Level Select v/ v/ jw 
Open all levels jp 

Invincibility 
Gain 31 lives 

Plenty of hearts to keep you healthy 

Immortal enemies 

Quitting returns you to the map 

Press Z to swap characters in mid-game 

Special weapons never run out of power 

Takes you to a pinball screen when you finish a level 

Takes you to ‘speed greed’ screen when 

you finish a level 


Okay, so it’s not much of a ‘cheat,’ but 
it’s a little something for TGR owners to 
check out when you have spare time. 


publisher: MlPUAY 


system: Saturn 


Spice Up Vour Credits 

Okay, so this isn’t really a cheat, but it 
does make reading the Credits a little 
more interesting. Go to Options, select 
the Credits icon, then press O (on the 
D-pad), down-C, O (on the D-pad), O 
(on the D-pad), and Z. 


John W. from San Francisco kindly sent 
letter from our A 


in this reply to a 


Network section, issue #102: 


the BIBB Pnun Thee \ 

In reference to the question about how ' 
to obtain the Palm Tree, all you gotta do 
is play Fighter’s Megamix for 84 hours. 

character 


Kumachan on the 


Z Button. 


select screen 


TOYOTA 

TIRtS: 




...... 

■ i 

"V; 

jT'\ ill 
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system: Saturn., PlayStation 


publisher: Capcom 


Hl terfirte Colors m Super Street Fiehter B 

To access the secret colors for any player, select a character then hold 
the button down until your character changes color. 


1-2 Simply hold down your select 
button once you’ve chosen a char- 
acter and you’ll access the whole 
color palette for that character. 
This trick worics for all fighters. 


CnntPLETE Chert ITlEnu! 

Go to the password screen and enter ? 
? ? H 0 S T ? ? ? as your password. 


There will be a new 


option called CHEATS at 
the title screen and the 


Machine 


be replaced will ‘H.O.S.T.’ if you enter 
the code correctly. You’ll have the 
option for invincibility and level select 
among other things. 


?LA'/J 


Just in case you think Cammy looks 
better in pastels, use the trick above. 


MKM 


publisher: Acclaim 


publishers Electronic Artsi 


To skip to the final stage, 
password ‘XJKNZT’. 


enter the 


Enter EAGLEEYE as a password. You 
may fly over the map freely without 


any enemy fire. 


Strike out with this complete set 


CUTTHROATS 


COUNTDOWN 


PLUTONIUM 


PUSAN 


ARMAGEDDON 


LIGHTNING 
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Name: 

Mia 

Age: 

19 

Height: 

Measurements- 

36 - 24-36 

Occupation: 

Rave B] 

Fighting 

Technique: 

Pi-Kua Kung Fu 

Home Turf: 

The S' 


HI TaKe 


t-jiujess hours of 
unbelievably fast gameplay 


Tons of kickin' 
alternative rock tunes 


Fighters 

True Furr 


mm 


True 

Join the Brawl in November 

www.thq.com 


Visit your local retailer or call 
1-818-225-5167 for orders only 






IPUWER 


publisher: Lucas Arts 


Enter these codes while playing. 


jediwannabe 


God mode 


All weapons 


wamprat 


eriamjh 


bactame 


Full health 


sithlord 


Darkmaster 


imayoda 


Lightmaster 


yodajammies 


Full Force power 


IQS ULTRA garn&plaLj&r 


3 The ending cinema is prob- 
ably one of the cutest ever in 
a game. Check it out with the 
‘View Ending’ cheat. 
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SEASON OF THE MONKEY 


CODE MONKEY 


Now with 
the new 
year clos- 
ing in on us, 
’m pressed to 
say that this has 
been one heck of a year for games. 
But what’s even more exciting is the 
year breathing down our necks. And 
with all those new games waiting 
around the corner, this means that 
there’s also a ton of codes lurking 
behind them. And it’s up to you guys 
to discover them all, with a little help, 
of course. But, if you happen to 
stumble across something excellent, 
send it right along to us at ULTRA 
Game Players, c/o Code Monkey, 150 


Ah, the return of the gaming 
legend means that we have 
more reasons to cheat and 
hack our way to glory! 


N. Hill Drive, Brisbane, CA 94005. 

Or email them to me at 
freyes@ultragp.com. 

Happy new year, gang, and don’t do 
anything we wouldn’t do! ... Okay, 
nothing illegal, then. 

All PlayStation, N64 and Saturn Code 
Monkey winners will receive a 
GameShark Videogame Enhancer 
provided courtesy of Interact 
Accessories, Inc. Yes, the N64 Game 
Shark is finally here! Of course, PC 
owners still won’t get jack! No, no, 
just kidding. PC owners will receive a 
prize of equal or greater value than a 
GameShark at the discretion of 
ULTRA Game Players. 


Saturn 

Bomberman 

system: Saturn 

publisher: Sega 

Bechet Chhhhcteh Select 

For two new battle game characters, 
hold L + R during the first screen that 
appears once you enter Battle Mode. 
You’ll be able to choose from either 
Yuna, a very fast girl with Bomb Boot 
or Manto, a bear with a Power Glove. 


EhthhL/ues 

For three extra lives in the Normal 
Game, play between 10:00am and 
1 1 :00am or set your Saturn’s clock to 
that time. 

Ehplos/ue Cherts! 

To start on any level with 10 bombs, a 
Remote Control, Power Glove, Bomb 
Boot, and Bomb Line, enter one of 
the codes below. Enter these on the 
title screen while the Bombermen 
are dancing. 


LEVEL CODE 

1 L + R, UPPER-LEFT + A 

2 L + R, UPPER-LEFT + B 

3 L + R, UPPER-RIGHT + C 

4 L+R, UPPER-RIGHT + X 

5 L + R, UP + Y 

The Ehhiid Fhihle 

Hold L + R and press O + Z while the 
Bombermen are dancing on the title 
screen to view the ending cinemas. 
You will hear a sound after you 
entered the code correctly. 
-CHHisTiHn RHnoHzza 


1 For the opportunity to play 
as Yuna or Manto, you’ll 
have to enter in the code 
before the title pops up. 


2 The level skip cheat will 
allow you to get past all the 
hassle of actually playing 
through the game. 






GRRIE SHARK CODES 





g H TU R N 

One of our readers, Christian, sent in a correction ti 
the Tomb Raider Master Code that was in our 
Gameshark section an issue or two ago. Thanks, 
Christian. Here it is: 


Master Code f6000914c305 

b60028000000 

nun jnm EHTHEitiE 

Master Code. . . .L ... j .... j . .1. . if6000914c305 
b60028000000 

Away Team Scores 0 1602e44a0000 

Home Team Scores 0 1602e4460000 

Infinite Turbo PI 160a0b6a00ff 

Infinite Turbo P2| . . j . 7[. . j . ■[. . [ 160a0c5600ff 

Infinite Turbo P3 160a0d4200ff 

Infinite Turbo P4 160a0e2e00ff 

STRR FIEHTER 

Master Code f6000914c305 

b60028000000 

Infinite Armor. . j. ... | .... 1 ... . 1608330a0040 

Infinite ATA Missiles ... 1 60bf4f203e7 

Infinite ATG Missiles 160bf4ee03e7 

Infinite Beam Lasers 160bf4fa03e7 

Infinite Mega-Bombs ........ 160bf4f603e7 

Infinite Mines. . j .... j .... . ... 1 160bf50203e7 

Infinite Multi-Missiles 160bf4fe03e7 

TUnflEL B I 

Master Code f6000914c305 

Infinite Energy 16058b680320 

Infinite Lives 16058b600320 

Infinite Boosters 16058b6cQ003 

UH SOCCER 

Master Code f6000914c305 

b60028000000 

Team B Scores 0 1608ddde0000 

WRRCRRFTH 

Master Code f600091 4c305 

b60028000000 


Infinite Lumber (Ores) — 160d5606270f 
Infinite Gold (Ores) . . . 4* — 160d5646270f 

Infinite Oil (Ores) 160d5686270f 

WIPEOUT 

Master Code. . j .... J ........ . fj6O0O914c3O5 

b60028000000 

Rapier Class 1 60622a201 01 

WORLD SERIES BRSEBHLL ‘RE 

Master Code. . . T. . . j . . . . 1 . . . . 1 . f600091 4c305 
b60028000000 

Infinite Strikes J ■ . L . j . . . . 1 . .1. . 1 . 16083782 0000 

wwf in VOUR HOUSE 

Master Code. . . .... .. -.wi-.-, . — f6000914c305 

III 1 I | j - L I | . ^ q02800 0 Cp o|- 

Infinite Health PI 16030de00055 

. L — I6030de20055 

Infinite Health P2 . . . f . i . -j. — 16030e00oo55 
Til ■■■ >603060200654- 


PLAYSTATION 


REE EDfTIBRT B 

Infinite Missiles ...... ... . . ... 8002caa80000 

1 [ 1 1 1 I 8002caaa0000 

FRflTRSTIE FOUR 

Infinite Health PI 800e038c0042 

800e038e0042 

Infinite Lives PI 800ba1 700309 

FIORL FRnTRSVUII 

Infinite Gil .' . . . . j . . . . . . i ■ 8009d260ffff 

Infinite HP for Character 1 8009d85c0155 

infinite HP for Character 2 8009dc9c0155 

Infinite HP for Character 3 8009e0dc0155 

Infinite MP for Character 8009d86000ff 

Infinite MP for Character 2 8009dca000ff 

Infinite MP for Character 3 1 8009e0e000ff 

Quick Level Gain 8009d7d8ffff 

nUCLERR STRIHE 

Infinite Fuel . . J ■ . . . | . 1 . .j. .L 800399980000 
8003999a0000 

Infinite Ammo J ... ..... . .1. . )T 8005a9380000 

8005a93a0000 

STEEL REIEH 

Infinite Laser I . -.-rL-i . . . j-.- . .. ^. 800^7^5401(30 
Infinite Laser h 4 . . . . 1 . ; . ■ . . ■ ; j . 800b76660100 

Infinite Plasma 800b768a0100 

Infinite Phoenix Missiles 800b76c00008 

Infinite Specials , . J. . - . -t . . 800b76d200e8 

Infinite Cannon r-irl . 800b77080008 

Infinite Ion Cannon 800b76780100 

Infinite Mines . . . . . . .-[ . 800b76f60010 
Infinite Guided Missiles . .--j-; 800b76ae0008 

SWROmRO 

Infinite Health Za ck 801090080005 


ERU/S/nUSR 

Always Manual Gearbox 801502130001 

Always Place 1st 8015022b0001 

Unlimited Time 8015094d0045 

DOOm bH 

Always Have Double Shotgun 800632cb0001 

Always Have Shotgun 800632c70001 

Blue Key 8006328f0001 

Blue Skull Key 8006329b0001 

Invincible 8006330b0002 

Red Key 800632970001 

Red Skull Key 800632a30001 

Shotgun Ammo 800632e70064 

Yellow Key 800632930001 

Yellow Skull Key 8006329f0001 

HILLER mSTinCT SOLD 

Player 1 Fast Jump/Walk 801d347c0001 

Player 1 Fast Punch Kick 801d347e0010 

Player 1 Slow Jump/Walk 801d347d0050 

nBR HRilETimE 

Press GS Button For 99 Pts. PI 890a66890063 

Press GS Button For 99 Pts. P2 890a668b0063 

ETRR UJRRS BETTE 

Unlimited Lives 800e05cb00ff 

800e0eb300ff 

Unlimited Missiles 800e126500ff 

800e1b5500ff 

SUPER [TlRRMbH 

Press GS Button For 99 Coins 8933b21 80063 

Walk Up Hills . . , . . . . . . 1 .IT] a1253dac000 
al 253dae000 
a1253db0000 
al 253db2000 

TUROH DmnSRUR HUnTER 

Activate Alien Weapon 80128e6b0001 

Activate Assault Rifle 80128e530001 

Activate Automatic Shotgun 80128e4f0001 

Activate Chronoscepter 80128e730001 

Activate Grenade Launcher 80128e5f0001 

Have All Keys 80128e830007 

80128e870007 

1 — l I | ■ |— [— l |8 p12^8b0p 0 7 — 

80128e8f0007 
80128e930007 
801 28e970007 
80128e9b0007 

UIRUERREE 

Infinite Time Stunt Mode. . ... . . . . 801c295e00ff 

Misses Don’t Count 801c27cf0000 

Super Speed 801c27c70020 

I } I 







After you drop in, walk over to the water 


and jump in, heading towards the far 


wall. You should find a place to climb 


up, then sticking to the wall, 


make sure to shoot the tiger 
running around. At the edge of 


the rocky platforms, do a 
• standing diagonal jump over 
to the rock pillar nearest the 
middle of the room. Once 
you’ve done this, you should be 
able to access the rock walk- 
ways leading up into the ceiling 
opening, facing the building far 
above. Once you climb up a little 
way, make sure to listen for the 


system: Playstation 


sound of another tiger 


roaming around down 


below. Once he appears, 
shoot him down. You’ll 
notice a shining silver object 
across from the walkway 


oes this game really need 


U any kind of introduction at 
all? The only thing you’ll 
need to do before taking on this mam- 
moth adventure is to relearn Lara’s 
moves and familiarize yourself with 
her new ones. Use the obstacle course 
accessible via ‘Lara’s Home’ in the 
options menu to master the skills 
necessary to survive alii 8 massive 
levels. You’ll be taking out everything 
Tibetan 


near the roof of the 


lower cave. Jump across 

HI and pick it up (Secret 

wKSf #1 , Silver Dragon). Climb 
^ the rest of the way up 
and you’ll enter a small stone 
room. Fall through the steel 
grate in the corner of the room, 
drop in to the water below, then 


from endangered species to 
monks. This game is really tough, so 


climb to the highest platform, 


facing a switch on the far wall. 
With a running leap and grab, 
you should end up on the plat- 
form. Pull the switch, then exit the 


be warned. 


We’ve attempted to provide you 
with a fairly thorough walkthrough, 
including the Dragon locations, but if 
you need anymore assistance, please 
contact Eidos’ hintline at (900) 773- 
4367. Keep in mind that this number 
will cost you per minute, and if you are 
under 18, make sure to get 


room. Out on the open terrace, 
shoot the three crows, then use the 
slide in the middle of the terrace to dive 


into the lower lake. 


permission before you make tl 
luck with 


Take a deep breath, then search 
the lower depths of the small lake to 
find a small passageway leading to to 
the Guardhouse Key. Pick it up, climb 
out of the lake, shoot the roaming tiger, 
then find the mossy platforms near the 
stone walls to climb back up to the ter- 
race. Use the Guardhouse Key, shoot 
the spiders, and climb up the ladder to 
retrieve the Rusty Key. Use it on the 
door at the back of the room. Down the 
hallway, shoot the descending spiders, 
pick up the large medipack and the 
shotgun shells, then pull the large stone 
block to reveal a hidden doorway. 

Down the next hallway, you’ll be 
face to face with a room filled with shal- 
low water and darts shooting out from 
all walls. From the entry point, face the 
left wall, jump towards it and use it to 
hang and shimmy to the far end of the 
room. The next hallway contains unsta- 
ble floor sections, so run through it and 
head right to avoid the rolling boulders. 
Keep running, jump over the spikes, and 


With that said, good 


your folks’ 
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green valley or whether to explore 
around. Explore. You can actually climb 
down into the valley if you’re careful. 
Once you do, you’ll face two fierce T- 
Rexes. You can also pick up a box of 
flares and the Gold Dragon (Secret #3) 
in a dark passage at the far end of the 
valley. Now climb back up to the top 
and take the rope-slide to the opposite 
side of the cave. Kill the two tigers, run 
into the next area and once you walk 
through the wooden door, you’ve com- 


you’ll be in a room with spiked moving 
walls. In the center along the wall, 
climb up into the next room. The next 
series of rooms will require you to be 
quick on your feet. Run down the hall, 
while jumping to avoid the retracting 
blades, then rush into the next area to 
the left. Pick up the Jade Dragon 
(Secret #2) on the floor (you must be 
FAST or you’ll get skewered!), then run 
down the rest of the hallways, avoiding 


Now you’ll be in a cave faced 


with rolling stone wheels (now, who in 


the hell left those here?). Pick up the 


medipack and run past the wheels. 


You’ll have a choice as to whether to 


Climbing is a new skill to use with full 
abandon throughout the game. 

2 Always look before you leap. 


Steel Hev, /non Hev, Hutoitihtic Pistols 


boathouse. Use the Boathouse Key to 
open the gate and take the boat back 
outside to the wooden landing. Kill the 


OK, new level. From the start | 
down the alley, shoot the dog 
guy up on the balcony to the ri 


Once you begin, your first 
objective is to get up to the 
Guardhouse. Work your way up. 


firing thug and take his Auto Pistols. 


out the dog and the man in the wooden 


Now drive the boat into the sewer area, 


while lighting a flare. You’ll notice that 
when you enter the sewer area, there’s 
a small open doorway to the right of the 
entrance. Just inside the doorway, pick 
up the Silver Dragon (secret #1). 

Follow the sewer passage down a 
waterfall. Jump out of the boat at the 
foot of the waterfall and search the 
middle of the large underwater area. 
You should find the Gold Dragon 
(Secret #2) at the bottom of the pool. 

Continue through the sewers in 
your boat until you reach a small 
wooden landing on the far side of the 
area. Shoot the rats on the planks and 
bust out the window. Inside, kill the 
henchman and flip the switch. Grab the 
shells by the closed doorway, then exit 


wooden shack. Inside, flip the switch, 
climb up to the next switch and con- 
tinue up. Shoot the window and climb 
through the far window, hop onto the 
red awning, then jump across to the 
balcony. Pick up the Boathouse Key 
from the dead thug and skip back to the 
room with the broken windows. Head 
down into the next room, killing the 
down the 


Keep an eye out on one of 
the rocky ledges for the 
first Dragon location. 


Doberman and continue 
glassed hallway. Flip the switch and the 
door outside on the far white wall will 
open. Now head backwards down the 
glassed hallway and shoot out the win- 
dow in the room where the dog was 


Can’t figure out where to go? 
Simply look around for anything 
moveable like this floor piece. 


running around. From the 


windowsill, jump 


across to the red 


awning on the 


opposite building 


remaining awnings 
until you reach the 


Take the plunge and search 
underwater for the Guardhouse 
Key, then climb back up. 


newly opened 


wooden door. Flip 


the switch inside. 


Dive into the water 


and head for the 


It’s fully important to kill off every bad 
guy. Most of them will drop goodies 
once they croak, but some of them will 
harbor necessary items, like keys. 


Once you use the key, 
prepare for a hectic journey 
through the rest of the level. 
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and his mutt and pull the switch near 
the wooden door. Now you can exit. 

Head over to the stone landing 
with another motorboat parked out 

use the Iron 


front. Kill the gunman and 
Key to get inside. Kill the emerging 
henchman and inside you’ll be able to 
flip one of the last switches. Now swim 
over to the boathouse with the wooden 
ramps. Shoot the guy wandering around 
inside. You’ll notice a long wooden 
ramp leading up to a room near the 
boathouse. Head up to the room and 
shoot out a window to grab the Jade 
Dragon (Secret #3) inside on the table. 


Back down at the boathouse, 


you’ll want to flip the switch on the 


side of the room. This will open the last 


gate behind the area packed with 


the room and climb up the ladder out- 
side. Dive into the water and flip the 
switch. Now head back to the small 
room and flip the switch inside again. 
Exit and drive your boat into the small 
area with the switch that you just 
flipped that was previously underwater. 
Jump back and flip the switch inside 
the small room again. Now head back 
to your boat (which should be afloat in 
the room now at the top of the ladder). 
Time to head out into a new area. 

Once you emerge from the sew- 
ers, head right and you’ll find a small 


mines. The door is timed, but you c 
always come back if you miss 
your chance. Now head back to 
the second motorboat. Gun the 
engine and send it into the area 
with the mines and make sure to 
jump out of the boat before it sets 
them off. This should get rid of 
that pesky problem. Now pick up 
your first boat and drive it right on 
through to the next level (you’ll 
have to flip the boathouse 
switch again). 


wooden dock with a bunch of Venetian 


boats parked there. Climb onto the 
highest platform on the dock and jump 
across to the awning. Hop off the 
awning onto the stone bridge. Take out 
the baseball bat-wielding freak and his 


Flip the switch inside to open 
another door. 2 This room will trap 
you inside, so be prepared. 3 Pick up 
the Iron Key and climb up. 4 Use the 
Iron Key to open this last door. 5 The 
last door is timed, so you gotta be 
quick! 6 Use the first boat to detonate 
the bombs. You’ll have to move 
quickly in order to avoid death. 


dog, and then kilt off the gun-toting 


thug. He should drop the Steel Key that 
will allow you into the room in the small 
courtyard. Use it to get inside and flip 
the switch on the bottom floor. Climb 


back out, shoot the enemy outside and 


head back into the water. Find the land- 


ing with more docked Venetian boats. 


The door will open to reveal another 


enemy and some rats. Inside will be 


another switch to be pulled. Now find 
the newly opened door that leads into 
a room filled with ‘laddered’ walls. 
Pick up the Iron Key inside and climb 
up into the next room. Kill the thug 


Bad Guys 

Best thing about them is 
when they’re dead. 
Check out the corpses 
for goodies and ammo. 


7 The Stone Dragon is sitting in a 
sewer hallway. 

8 Take a dip for the Gold Dragon. 

2 Break and enter for the Jade Dragon. 
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Bartoli’s Hideout 


Take out the dogs and the thugs 
on the staircase, then, once inside the 
room, shoot up the window. Before you 
exit through the window, examine the 
wallpapered wall near the entrance. 
You should find a switch there. Pull it, 
then head out to the staircase. A door 
will be open with a dead thug and the 
Silver Dragon (Secret #2) waiting for 
you. Now head to the balcony outside 
the wallpapered room, shoot the gun- 
man and head over to the next window. 
Break it open and enter the room, take 
out the enemies and examine the fire- 
place. Hmm... Push the brick block at 
the back of the chimney to reveal a 
new area. Climb up, shoot the rat, then 
examine the next room before blindly 
leaping 


‘Less boats, more killing’ is the motto 


for this level. Drive your boat through 
the opening gate and dock it at the 
wooden landing. Shoot all the rats on 
the walkways and make your way to 
the side of the building. Take out the 
thug and the rats on the upper platform 
inside. Flip the switch and the main 
double doors near the landing will 
open. Take out more thugs and head 
inside the big building. Shoot out the 
windows near the back of the room and 
take out the two dogs. Inside the outer 
room, you’ll find some nice pick-ups, 
so don’t pass them up. Now head down 
the hallway with the statues and falling 
swords. Flip the switch in the dark area 
past the hallway and then make your 
way back out to the main room again. 
Use the slanted wooden platform in the 
center of the room to bounce into a 
grab onto the uneven wooden planks 
above. You can now reach the yellow 


The first switch will open 
the building on the landing. 


1 From the balcony, make a running 
jump over to the awning and be ready 
to grab the ledge. 2 Shimmy over to the 
far end of the awning and pull up. 


colored block sitting above the slanted few 


leaps to avoid the retracting blades 
before reaching the bottom. On the next 


wooden plank below. Pull it back, then 
jump back down to the lower level. Use 


stretch, 


the small platform next to the slanted 


make 


one to jump up and grab the upper 
walkway. Climb up and then jump 
across to the opposite landing. Use the 
ladder footholds to make your way over 
onto the outside balcony. Shoot the 
pest on the far balcony and then pull a 
running jump to grab onto the red 
awning. Shimmy across until the next 
balcony is directly behind you. Pull up, 
then jump back onto the balcony. Jump 
across from the balcony to the wooden 
platform. Diagonal jump onto the red 
awning near the newly opened door. 
Once there, gently hop down onto the 
stone platform directly beneath the 
awning by using the shingled roof next 
to it. From here you can jump into the 


3 From the balcony, jump over to this 
ledge and angle your next leap care- 
fully. 4 From the next awning, hop over 
and grab the edge of the roof. 


sure to 


wooden 


that you step on before the row of 
flames is a timed switch. When you 
step on it, hotfoot it across the now- 
defunct flames until you reach the 
opening at the end of the passage. 

The opening will lead into a hi 
room with chandeliers and covered 
tables. From the ledge, shoot down 
thug and his two dogs, then descent 
into the room. The set of broken win 
dows to the left leads to water belov 


1 Search the walls con- 
stantly for climbable 
surfaces. Pulling up, then 
sliding and jumping back- 
wards is an important skill 
to master early in the game. 

3 You’ll be required to slide 
and grab A LOT! 

4 Look for anything 
moveable in order to 
progress through the game. 


take the water route, 


Enemies can break through win- 
dows just as easily as you can. 
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to swim into an area that you could only 
previously see before, but couldn’t 
access. If you explore some of the 
underwater caverns, you’ll find some 
grenades, the Gold Dragon (Secret #1), 
and a switch that will open up a clear 
passage to the room with the blades 
and flames from before. Ignore it and 
simply swim back to the wall outside 
with ladders leading back up to the bro- 
ken windows. Once you’re back in the 
big room, hop onto the slanted table 
next to the lowest chandelier. Climb 
onto the chandelier and then hop over 


previously to get back to the ladders on 
the outside wall. Now using the lowest 
chandelier, hop onto the middle chan- 
delier and then over the platform on the 
wall opposite the fireplace. Pull the 
switch and a painting will swing open 
to reveal a key. Hmm... Now jump back 
onto the middle chandelier and then 
hop onto the highest chandelier. From 
here, you can access the high wooden 
walkways. Walk along the walkways, 
shooting the rats, until you reach the 
wooden ceiling beam stretching across 
the middle of the room. Grab onto it and 


to the ledge with the windows against 
the wall. Pull the switch and a trapdoor 
behind the fireplace will open. Now 


shimmy to the center of the room and 
pull yourself up onto it. Now jump 
across to the platform on the opposite 
side of the room. Hop over the low brick 
wall, kill the tough guy (What is he 
doing up here? Keeping the rats com- 
pany?) and then locate the switch on 
the ceiling beam. Flip it and the far 
chandeliers will now lower. As tricky as 


drop through the trapdoor and you’ll 
land in an area filled with water that 
you couldn’t get to before. Flip the lever 
on the wall and swim back out the way 


this may be, you must make your way 
back over to the now-lowered chande- 
lier so you can access the Library 
W Key in the hole behind the paint- 
ing. Once that’s done, head back 
^ out to the water and to the area 
% with the locked door and 
M books lying on the ground. 






door and you’ll enter a room 


A hidden switch in one of the fancy 
rooms will open the door leading out to 
a balcony with the Stone Dragon. 


Get some air and dive deep 
for the Gold Dragon. 
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the opposite side. From the balcony, 
hop back across to the shingled over- 
hang, then jump onto the brick wall 
facing the water. Jump off the wall and 
onto the houseboat. Inside is yet 
another thug and also the Detonator 
Key. Pick it up, then head back to the 
courtyard. The door will open up when 
you get near it. Beware of the gunman 
lurking just behind it, though. Take him 
out and then head back to the 


branching off into three different areas. 
Opt to take the door with the switch 
next to it. Inside you’ll face two gun- 
men, and once they’re toast, head 
outside to the courtyard. Open the door 
leading to the water. Swim across to 
the small dock to the left of the oppo- 
site building, shoot the rat and climb 
onto the brick wall. Walk along the 
perimeter of the water, pass the deto- 
nator box (you don’t have a key for it), 
following the brick wall until you reach 


Detonator Box. 


the shingled roof with three windows 
above it. Climb onto the roof, shoot out 
a window and grab the Jade Dragon 
(Secret #2) inside. Now head back to 
the courtyard. Back inside the main 
room, head to the only other open book 
room. Climb the bookcases up until you 


you’ll blow up the building across the 


water and a gunman will magically 
appear on the balcony to the left. If you 
can, shoot him down, then head over to 


The Detonator Key is neces- 
sary to destroy the hideout. 


the newly ‘renovated’ building. Find a 


way to climb all the way up and onto 


reach a room with a switch. Shoot the 


rats and flip the switch. The third book- 
room door will open. Head there, shoot 
the gunman, and climb all the way up 
until you reach a breakable window. 
Shoot the window, slide down the 
awning, and leap over to the balcony on 


Death and destruction are 
ail part of a day’s work! 


Shoot out the windows 
and grab this Dragon! 


Use the Library Key to access 
the last part of the level. 

2 Here’s an alternative to reading. 


BEFORE you detonate, explore the 
house on the far end to pick up 
the Jade Dragon. If you blow up 
the house, it’ll be gone. 
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Welcome to one of the 
longest levels in 7772 


Helhy Ban, Circuit Buhro, 
Uzm, Eheiirde Lrurcheh 

Welcome to the Opera House. Now, 
prepare for an excruciating level, all 
you fledgling tomb raiders. From the 
first platform with the swinging box (Is 
that thing hooked up to a metronome or 
what?), do your best to kill off the gun- 


roam the area freely. Dive into the 


water and head to the far end of the 


Learn all the routes hidden 
In the Opera House. 


‘lake’ on the opposite side from the 


house boat. Climb up the wall ladder 
until you reach the first stone landing. 
Hop across the opening to reach a 
switch. Flip it to open a skylight plank 
in a building in the middle of the level 
area. Proceed to use the wall ladder to 
climb up one level higher. From there, 
you’ll want to jump all the way across 
to the stone platform on the opposite 
wall. Now pull a couple of running 
jumps along the following platforms 
until you reach the start point with the 
platform and the swinging box. You 
need to jump into the center of the roof 
of the building directly across the water 
from the platform you’re standing on 
AND avoid the swinging box at the 
same time. You’ll sustain a little dam- 
age from the fall, but not much. Once 
inside the building, shoot the bad guy 
and then find the Ornate Key hidden in 
the center of the pile of crates in the 
room. Once you’ve got it, head up the 


pie the lower edge. Make sure to align 
yourself with the doorway of the house- 
boat and then fall, and then quickly 
grab the edge of the doorway so that 
you can pull yourself up into it. Shoot 
out the glass door and WALK across the 
broken glass to the ladder on the left. 

Climb up the ladder and make 
your way to an area above a huge hall. 
You’ll have to use the Ornate key on a 
door to let you through. Your job now is 
to run and jump across a long stretch of 
falling planks to reach the other side. 
Not as hard as it looks, but just keep 
moving and make sure to line yourself 
up for a safe route with no big gaps in it 


BEFORE you begin your run. Once you 


reach the other side, follow the wall 


until you reach an opening on the side. 
Climb through it to reach the large open 
area on the roof. There are a lot of ene- 
mies wandering around this area, so 
stay on your guard for any random 


5 Now return to the center high ledge 
and head over to the shingled roof. 

6 Drop down to the doorway and blast 
out the window to make your way 
carefully inside. 

7 You’ll come across a lot of broken 
glass throughout the game. Apparently 
no one likes to recycle. WALK through 
it to avoid taking damage. 


attacks! Your objective now is to master 


a jump from one of the comers of the 
gigantic skylight onto a ledge with 
another swinging box above it. Once 
you’re able to do this, drop down into 
the gap and pull the switch inside. This 


stairs, kill the thug and his dog to exit 
the room. Once outside, repeat your 
maneuver from earlier to once again 
reach the platform with the swinging 
box. From there, you’ll want to make a 
jump over to the brick square platform 
next to the starting point door. Using 
the sloped roof next to it, jump, grab 
and shimmy to the small square safe 
point in the corner between the roof 
and the houseboat. Once you’ve made 
it there, make a small jump onto the 
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you’ve managed to do this, drop back 
down to safety, then pull the crate in 
the small airduct room and you’ll find a 
lever behind it. Flip it and then push and 


iwer the wooden planks that run 
one side of the skylight. 

Head for it, take out the newly 


1 Run across and don’t look down! 

2 Shoot the plethora of thugs wander- 
ing the rooftops. 3 This ledge is your 
main objective. 4 Hop down to flip a 
switch below. 5 Now you can get into 
the main hall! 3 Be ready for anything 
in this new area. 


emerged enemies and then drop inside. 


pull the box into the dressing room you 


Pull the left switch to open the iron 


were in just a little while before. Push it 


gates to the left (don’t worry about the 
right switch for now). Now, find the next 
switch at the foot of the steps to close 
the iron gate. Now climb back up the 
hanging ladder and drop onto the ledge 
of the small opening next to the gate. 
Drop into the opera house area, but 
beware of the falling sandbags. To the 


so that it is positioned beneath one of 


the higher windows. Now climb onto 


the ledge and shoot out the windows. 
Now push the box in this room so that it 
rests on top of the box that you just 
brought out of the airduct. Climb onto 
the top box and pull yourself back into 
the Opera Hall. Shoot the 


left of where you entered the area, there 


henchman 


is a small hallway that has nothing 


location. Now, make your 


way over to the right hand 


side of the upper plat- 


forms and make your 


Your objective is to 


get to the platform 


with the gunman on 


it. Shoot him and 


the opening in the 
middle of the curtains. 
Hop lower onto the next 


platform, shoot the thug 


down the hallway until you find 


an area with three ornate windows. 
Shoot out the windows, walk back- 


wards up to the edge and gently jump 


down into the new room. This dressing 


room area is hell, so make sure to save. 


Now flip the switch near one of 
the steel doors. Slide forward into the 


area, jumping at the last minute 


across the floor fan and onto the 
ledge on the opposite side. Pull your- 
self up to grab the second Ornate 
Key. Now climb up the two ledges to 
the right of the floor fan and from the 
highest platform, making sure to jump 
onto the furthest slanted steel slide so 
that you are sliding facing forward. 
Jump at the last minute to grab onto the 


opposing ledge and make your way 


down the air duct. Shoot the rat and 


Always be prepared is a 
damn good motto! 


prepare to jump with precision. From 


the next ledge, you must jump so that 


I have to pull a standing jump for- 
to reach the next ledge and do it 


the safety of the last ledge, look back 


and you’ll notice a dark area above. 
Jump forward and grab the ledge to pull 
up into a small area containing the Jade 
Dragon (Secret #1). Light a flare to pick 
it up and avoid the fan behind it. Once 


Standing forward jumps are the 
main staple of living through the 
airduct fun of the Opera House. 

6 Keep a flare lit and don’t forget 
the Jade Dragon! 


Oh, goody. Air ducts are 
Tomb Raider territory now. 
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1 The Circuit Board will remove 
the stage backdrop and allow you 
access behind the stage. 

2 From backstage, work your way 
up and over the catwalk to the 
cargo area. 

Swinging boxes a go go! 


4 From the stage, flip the switch in 
this room to access.... 

5 ...this one! Climb around and find 
the the right path. 


A flare and some air will get 
you the Stone Dragon. 


way by returning to the main hall (the 
platform where the gunman was). 

Use the Ornate Key on the lock 
near the wooden double doors in the 
back of the Opera Hall. This will lead 
you back to the small room that leads to 
the area with two switches (one of 
them non-functioning). You don’t need 
to go there now. Just get to the stage of 
the Opera House. Once there, enter the 
room with with the water beneath its 
floor and pull the switch there. Now 
head into the room on the opposite side 
of the stage and pull yourself up onto 
the lowest platform. Pull a running jump 


discover a Circuit Board and a lever 
next to the steel grates underwater. Use 
the open steel grate to emerge and 
reenter the Opera House. You can now 
head back to the top floor where the 
elevator is waiting. Flip the switch and 
wait for the elevator to descend. Now 
jump on top of the elevator and climb up 
the ladder on the wall. At the top, you’ll 
want to WALK around the next room 
(you won’t get hurt by the glass if you’re 


walking), pick up the Gold Dragon 


(Secret #3), flip the switch in one of the 
dark alcoves, then walk out the middle 
alcove to receive the Uzis (if you haven’t 


to reach the lengthwise crevice in the 


gotten them already). 


brick wall, then shimmy over to the 
open area on the ledge and pull yourself 
up to flip the switch. Now run and jump 
back onto the previous wooden plat- 


Take the Circuit Board back up to 


the room with the two switches near the 
roof. Plug it into the mechanism next to 
the steel grate and pull the now-func- 


form in the middle of the room and 


tioning switch. This will raise the 


continue to the far side of the plank. 
Jump to the ledge on the brick wall, 
then pull yourself up into the recess in 


backdrop on the stage. Make your way 


back to the stage and enter the small 


room behind it. Take out the three gun- 


men and then find the moveable 


higher platform and walk to the swing- 
ing sandbag. Time your jump past it and 
the next one to reach another switch. 
This opens a trapdoor in the stage floor. 
If you want to take the fast route, sim- 
ply continue through the opening facing 
the stage, sliding down and jumping at 
the last minute. If you positioned your- 
self correctly, you’ll fall through the 
trapdoor in the floor and you’ll land in 
water! Use a flare to explore the area. 
You’ll find a Relay Box at the foot of a 
long ladder in one room, and a switch 
and the Stone Dragon (Secret #2) in 
another. Flip the switch and then climb 
the long ladder to enter the main Opera 
House again. 

Take the Relay Box over to the 
short hallway at the comer of the high- 
est floor in the opera house. Place it in 
the mechanism next to the previously 
defunct switch and in front of a silent 
elevator. The elevator will now be acti- 
vated. Flip the switch, hop into the 
elevator, ride down, then shoot the two 
freaks waiting there. Pull the switch on 
the post and wait for the elevator to 
leave. Now dive into the water below 


wooden crate that is positioned at the 
foot of the pile below the hanging light. 
Pull it so that you can enter the small 
concealed area behind it and flip the 
switch there. Take down the thug that 
appears, then climb the highest pile of 
boxes that leads to an opening above. 
Walk through the opening and out into 
the lighted area. You’ll now be on a cat- 
walk high above the stage. Walk across 
the wooden bridge to the right and 
lower yourself in the room behind the 
balcony. Jump across the gap in the 
floor to reach the opposing ledge and 
then pull the switch there. Carefully 
jump across to the far ledge, avoiding 


Plug it into the mechanism in 
the hallway on the top floor. 


the swinging sandbag, and lower your- 


The Circuit Board is underwater at 
the bottom of the elevator shaft. 


Plug it into the mechanism near the 
roof to raise the stage backdrop. 


running around on the ground 


your way to the next level! 


the elevator and swim around a bit to 
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LEVELS 


Offshore Rig 

iTEms: Vellduj Puss Crrd, Hnnpnnn Gun, Red Pees 
Herd, Greer Pres Crrd 


Natlas Mine deja vu. You’ll begin this 
level without any of your weapons, so 
you’ll have to be careful until you 
recover them. First objective is to pull a 
box in the back of the room in order to 
reveal a timed switch. Now push and 
pull all the moveable boxes in the room 
in order to clear a running path from 
the switch to the door. Hit the switch 
and run out the door. Dive into the 
water and make your way around the 
pool towards the fan. Go around the 
long way, since the fan won’t pull you 
in unless you’re in its direct path. If 
you’re beside the fan on either side, you 
won’t get pulled in. On the left side of 
the fan at the bottom of the pool is a 
lever. Pull it, then go around (the long 
way; you don’t want to get sucked in) to 
the right side of the fan and enter the 
newly opened vent. Follow the passage 
until you reach the surface. If you look 
back at the opening that you came 
from, you’ll spot a lever below it. Flip it 
and then head back through the pas- 
sage you just came from. You’ll find an 
open hatch that will lead behind the fan 
and pick up the Jade Dragon (Secret 
#1). Now return to the small open area 
and climb up into the passage. Run 
down until you reach the plane’s dock. 
Run down the platform, hop across the 
small gap and find the switch below the 
platforms and windows. Dive back into 
the water and enter the newly opened 
hatch at the bottom of the plane. Climb 
inside and pull the switch. Now take 
the underwater vent again to get back 
onto the platform in front of the plane. 
Make a running leap to grab onto the 
wing of the plane and walk on top until 
you fall through a steel door. Inside will 
be your pistols. 

Swim back to the landing outside 
of the room you started the level in and 
take out the thugs in the area adjacent 
to it. Avoid the rolling barrels and make 
sure to pick up the Yellow Pass Card 
from the gunman. Use the card to open 
the doors in the room with windows. 
Next, enter the room and push the 
switch at the foot 
of the two 
sets of 

stairs. This will 
off that annoying 
alarm. To the left of the switch is an 
area where you’ll need a Red Card. 
Instead, head up the right staircase and 
open the wheel-lock door. Inside, kill 
the two thugs and then open the next 
watertight door. Shoot the emerging 
enemy and collect the harpoons and 
auto ammo rounds from the shelves 
inside. Enter the bunk area, making 


sure to pick up the harpoon gun and the 
auto pistols. On the top bunk nearest to 
the door, you’ll find a timed switch. Flip 
it and run to the last set of bunks on the 
far end of the room. Hop on the top one 
to pull a standing leap and grab onto 
the opening that is revealed. Pull your- 
self up and continue down the hall. 

Beware of the steep slide. You’ll 
want to slide down backwards and grab 
onto the ledge before you fall. At the 
foot of the ladder beneath the opening, 
push and pull the boxes inside a recess 
in the wall, so that one is positioned for 
your jump across the flames and onto 
the far ladder. Do this and you’ll climb 
up and into another hallway. Kill the 
thug wandering around to pick up the 
Red Pass Card. You’ll also notice a lad- 
der in the hallway that leads up to the 
Stone Dragon (Secret #2). Grab both 
and continue to the next opening. It’ll 
seem familiar because you’ve been 
here before. Dive down and pull up into 
the doorway. Return to the plane land- 
ing dock and shoot out the windows 
leading into the control room. Proceed 
to the area where you needed the Red 
Pass Card. Use it to open the door, enter 
the new area and shoot the three thugs. 
Push and pull the stone block behind 
the upper platform until it’s on the very 
edge of the thin ledge closest to a high 
entrance in the wall. Hop on top of it 
and climb up into the entrance. This will 
lead into the small control room of this 
area. Take out the enemy and flip the 
switch on the wall. This will fill up the 
deep pool with water. Return outside 
and swim to the other side of the pool. 
Run and jump onto the steel platform 
behind the the pool machinery. In the 
center of the steel platform, pull the 
switch. Return to the pool control room 
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useful. Especially for Pass Cards... and 
cheap thrills, of course. 


You’ll now enter a new area filled 
with high catwalks. Make massive 
jumps to access each catwalk and save 
after every successful jump. If you fall, 
there are divers in the water below, but 
there’s a ladder behind one of the pil- 
lars as well. At the foot of one of the 
pillars sits the Gold Dragon (Secret #3). 
Also keep in mind that one of the ene- 
mies along the catwalks will drop your 
shotgun. Pick it up. Make your way 
around the catwalks until you reach a 
glass window with the Green Pass 
Card inside. Shoot the window, grab 
the card, then make your way back to 
the high opening in the wall a couple of 
catwalk platforms over. 

Once you’ve made it up there, run 


1 Look for an underwater switch 
that will give you access to the Jade 
Dragon. 2 A long ladder leads to the 
Stone Dragon. 3 Drop down from the 
catwalks to pick up the Gold Dragon. 


down the hallway, take the ladder, 
drop into the pool control room and use 
the Green Pass Card in the slot by the 
door. Next, pull the lever at the back of 
the room once more. Now exit through 
the opened door, and dive into the pool 
to the left of the control room. Swim 
through the small opening near the 
bottom of the pool, through the 
passages, pulling the lever to open 
the grate, then you’ll emerge in the 
next level! 


turn 
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[ LEVEL 6 

Level Six: 
Diving Hrea 

iTEms: Blue Prss Ceho, 

B IJlHCHinE Chips, 

Red Pees Curd 

Start off by making a long running jump 
across to the ladder on the opposite 
wall. Climb up and flip the switch at the 
end of the short corridor. Now jump into 
the water (behind the fan are some 
grenades), locate the switch at the bot- 
tom of the pool, flip it, then head to the 
dry platform. Shoot the two thugs and 
the dog directly inside the next room. 
Your next job is to play hopscotch 
across the two stone pillars in the cen- 
ter of the room. Jump to the right one 
first, then the left one, avoiding the 
swinging hooks in the meantime. You 
should be able to jump to the far area of 
the room from the left block. Take care 
of the two henchmen, then exit into the 
next area. 

Center yourself at the top middle 
of the wide ramp. Slide backwards 
down the middle and fall into the small 
recess. Pick up the Stone Dragon 
(Secret #1) and pull yourself out, 
preparing to slide some more. When 
you slide to the very edge of the plat- 
form, jump forward and if you timed it 
right - you’ll be on stable ground. 

Explore the new area, until you find the 
three-trillion story ladder. Climb it and 
you’ll find a small room with a square 
hole in the floor. From the entrance to 
the room, you’ll want to walk to the 
right side of the hole. Position yourself 
backwards, then slide down the long 
stone ramp preparing to grab the edge. 
Once you do, drop and grab the edge of 
the steel platform and pull yourself up. 
Kill the gunman and head to 
the side of the platform 
furthest from 
the locked 
door. Find 
the steel 
railing 
guarding 
one side 
of the 
platform 
and look 
down. You 
should see 
a small 
recess in the 
wall below with 
the Blue Pass 
Card inside. 

Position yourself to 
jump into the recess and make a run- 
ning leap. You shouldn’t sustain any 
damage from the fall if you land on the 
smooth side and slide into the recess. 
Pick up the Pass Card and exit through 


the door at the side of the area. You’ll 
discover a small ramp that will allow 
you to make a running jump across to 
that high ladder from before. Climb back 
up to the small room with the hole in the 
ground, repeat your procedure from 
before to end up on the steel platform. 
Use the Pass Card to enter the new 
room. Kill off the flamethrower and his 
canine friends, then find the two doors 
in the area that can be opened. Inside 
one, you’ll find a closed gate. In the 
other, you’ll find a room with a pool and 
various other goodies. Kill the first thug, 
then push the stone block near the gate 
to the left of the entrance. You’ll find a 
machine board behind it that’s missing a 
component Dive into the pool and kill 
the diver. Surface for air (and save your 
game), then dive into the area where the 
diver emerged from. Find the gold lever 
at the end of the passage then swim 
through the open grate. Find the next 
switch, then get the hell out of the water 
and get some air. 

Exit this area and head back into 
the room with the two wheel-lock doors. 
Find the door that opens and leads up to 
that previously closed steel gate. It’s 
now open. Enter the room, kill off the 
three henchmen, ignore the helicopter 
and make your way to the room in the 
back. Here you’ll find a short hall with 
flames and two timed switches. You 
have to be quick in order for this to 
work, so it’s best to save your game 
first. Hit the right switch, then zip over 
and flip the left one. Now run past the 
first flame, leap over the dropping trap- 
door and fetch the Machine Chip at the 
end of the corridor. Quickly turn around 
and run back out. Now return to the 
room with the small pool inside it. Insert 
the Machine Clip in the mechanism that 
was behind the stone block. Enter the 
new area, take out the flamethrower 
and the henchman, pick up the har- 
poons at one end of the 
poolside, then walk 
over to the far wall 
from the entrance. 

You should discover 
a secret door 
masquerading 
as a computer. 
Go inside and 
flip the 
switch. This 
will open a 
trapdoor at 
the bottom of 
the pool, 
allowing you to 
pick up the 
Jade Dragon 

(Secret #2). Kill the divers in 
the pool and then swim around 
until you emerge in a new room. Grab 
and pull yourself up onto the lowest 
ledge. Jump up from there to the small 
platform above and flip the switch. Now 
dive back into the water and make your 






: 


buzzsaw 


and 


pick 


the 


Pass 


Card 


1-3 Slide backwards and grab onto 
the ledge. From the catwalk, jump 
to the Blue Pass Card. Position 
yourself carefully for the jump. 

3-5 Jump over the toxic waste and 
climb the ladder o’ death to reach 
the new area. 


way back to the small pool room that 
you originally came from. Kill the thugs 
and enter the control room. Flip the 
switch, then exit the room. Jump onto 
the stone block hanging over the pool 
and hop to the other side. Find the pile of 
boxes in the corner and jump behind 
them. You’ll find another switch to flip. 
Once that’s done, exit the room and head 
over to the helicopter landing area that 
you can access from the room with two 
wheel-lock doors. Inside, take out the 
man and his dogs, then drop into the 
large newly opened pit in the floor. 

Follow the hallway and then drop into 
the core room. Take out both enemies 
and make sure to pick up the Machine 
Chip off of one of the thug’s carcasses. 

Head back to the room with the 
small pool and the buzzsaw in it. Use the 


Machine Chip in the mechanism on the 
wail behind the buzzsaw. The saw will 
stop and you’ll be able to pick up the 
Red Pass Card. Grab it and head back 
to the core room. Use the Card in the 
slot near the steel gate, flip the switch, 
shoot the gunman waiting in the pit for 
you, the hop down. Pass through all the 
subsequent rooms until you reach an 
area past two shallow passages filled 
with water. From here, exit into the next 
room, kill the two thugs and a door will 
open at the foot of the stairs. Enter the 
small newly opened room to pick up the 
Gold Dragon (Secret #3), then exit the 
room and run towards the body in the 
center of the room. You’ll automatically 
enter the next level. 
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return to the flame area. Head down the 


Ah, a water-filled room leading to the 
next level. D’oh! Frogman below! 


shorter hall (if you’re facing the flame 


area, it’s to the right) and a locked door 
will now be opened. Inside, flip the 


timed switch and run quickly back to 


the hall with the flames. The first set 
will be out, so run across them and flip 
the switch in the middle, then exit the 
hall. This opens the door next to the one 
that you went through to pick up the 
Jade Dragon. Both this room and the 
one to the left of the flame area contain 
timed switches, so you’ll have to be 
fast. Flip the one near the beginning of 
the area first, then run to the switch 
closest to the flame area, then run down 
the now-defunct flame hallway and flip 
the switch at the end of the corridor to 


From the submarine wreck, follow t 
boxes and barrels strewn along the 
ocean floor until you find a huge 
sunken ship. Look for an opening ne 
the tail end with an anchor sticking 


open the door and enter a new area. 


come to an area with surface air. You 


Swim below the rusted barrier on 
the opposite side of the room and head 
directly up to the top level. Flip the lever 
near the floor and then swim all the way 
back down and enter the newly opened 
hatch near the floor. At the end of the 
hall is another lever that much be 
flipped. Find the Gold Dragon (Secret 
#3) in a small recess near the lever. 
Swim all the way back up to surface. 
Follow the hall until you reach a room 
filled with red rocks. Find the small hole 
in the ground and drop through. In the 


should be in a room with tall crates and 
a large opening near the ceiling in one 
of the walls. Swim beneath the tallest 
pile of crates to find a hidden room. 
Surface. Down the short corridor will be 
a switch. Pull it to drain the area of 
water. Now return to the room with the 
tall boxes. Jump across the crates until 
you can enter the room through the 
opening in the wall. The middle of the 
room has a trapdoor, so be careful to 
avoid it. Shoot the thug and pick up the 
Stone Dragon (Secret #1). Fall through 


Ignore the sharks for now and 
follow the debris on the ground. 


next room, make your way across the 


the trapdoor, slide down one of the 


piles of rocks to reach the high opening 
in the wall near the 


wooden blocks and shoot the two 


henchmen inside the room. 


wooden plat- 


crate near the 


forms in the 


foot of the wall 


comer of the 


room, slide 


ing to help 
you reach 
it. Once 


and jump to 
the high 


room where you triggered the explo- 
sion. From here, locate and get to the 
smaller opening in the wall opposite the 
one that had the explosion switch. Go 
down the hall, jump into the water, take 
out the diver and swim to the next area. 
Pull yourself out of the water, shoot the 
two men and then hit the lever to run to 


doorway in 


you’re 
inside, 
pull the 
lever to 
cause an 


corridors, 


explosion 


switches and 


same area. Next, head back to the main 


flames. Oh, fun. 


The switch 


near the entrance 


door straight down 


can dive outside the ship and pick up 
the Jade Dragon (Secret #2). Next, 
locate the hallway with flames blockir 
it. From here, there are three 


directions to go in. Your first 
objective is to head down the 


center hall. Climb the ladder 


flip the switch. Now 


Once you reach the areas filled 
with mountainous rocks, find 
the switch that will rearrange 
them. Boom! Next, climb up 
both openings in order to flip the 
necessary switches. 
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3-4 Above the 
overturned lounge 
furniture is a secret 
passage leading to 
the Stone Dragon. 


Locate the ‘rattan’ boxes and move 
them out of the two hallways. 

Welcome to Eidos’ version of 
the Titanic! 


Wreck of the Maria Daria 

Items: Restrouir Hev, Rustv Hev, 3 Circuit Brehhehs, Crem Hev, Ill-lb 


Another long level; prepare beforehand. 
Start off by walking down the hall, div- 
ing in the water, shooting the diver, 
then following the underwater corridor 
to the new area. When you emerge, 
you’ll find a large Medipack above an 
unstable floor. Make sure to have 
enough health to sustain a very damag- 
ing fall, then drop through the unstable 
floor pieces. Next, take out the hench- 
men and you’ll find yourself in an 
upside down ship. Find the area with 
overturned chaise lounges and stand in 
the comer between them. Jump up and 
grab onto the ledge above and make 
your way down the dark passage. At the 
other end, you’ll be able to drop down 
and pick up the Stone Dragon (Secret 
#1). Return to the main pool area. Push 
and pull the rattan boxes in the opposite 
comer of the room to discover two new 
areas. Head into the one to the right and 
you’ll discover an upside down ball 
room. Shoot the three thugs and find 
the area with broken glass. WALK to the 
edge of the hole that the glass is sur- 
rounding. With your back to the edge 
facing the entrance to the room, back 
up, fall and grab the upper ledge. Fall 
again to grab the lower ledge. Pull your- 
self up into the small recess to pick up 
the Restroom Key. From the edge of 
the small recess, pull a standing for- 
ward jump to grab the upper opposite 
ledge and pull yourself to safety. Now 
head back into the main ballroom area 
and find the uneven piece of floor in the 
right far comer of the room from the 
entrance. Grab onto the upper platform 
and pull up. Walk and face the back 
wall. Hop back and grab the ledge, then 
shimmy your way 
to the completely 
opposite left side 
of the room. Pull 
yourself up and 


you’ll see a blue Circuit Breaker on the 
far end of the platform. Run, jump and 
grab to reach the Circuit Breaker. 

Now, exit the ballroom and head back to 
the pool room. Head to the room next to 
the ballroom entrance and you’ll be in 
an upside down lounge area. Find the 
keyhole in the wall on the far end of the 
room, then press the switch in the small 
area that opens. This will open the dou- 
ble glass doors behind you. Shoot the 
thug, then hit the switch. 

Head back to the ballroom and 
find the small uneven piece of floor in 
the far right comer from the entrance. 
This will allow you to jump up and pull 
yourself up onto the upper ledge. From 
here, fall, grab the ledge and work your 
way over to the opened door in the cen- 
ter of the back wall. Pull yourself up and 
head through the open door. You’ll find 
yourself in a hallway with a keyhole and 
five doors. Open the two wheel-lock 
doors. Enter the room furthest from the 
keyhole. Move the crate on the ground 
so that you can reach the switch on the 
wall. This will open the door above. Now 
pull out the crate in the wall. Climb it 
and head through the door. Follow the 
hallway through a room with a closed 
door and into the next. Kill the thug, 
then hop down into a room with a crate 
in it. Move the crate so that it is beneath 
the switch on the wall. Pick up the 
Rusty Key that was beneath the crate, 
too. Flip the switch, then exit through 
the newly opened door in the room. 
You’ll now be out in the hallway with 
the five doors again. Use the Rusty Key 
in the lock at the end of the hall. 

Enter the newly opened door and 
safely jump into the room (try not to 
take any damage). Move the crate on 
the floor so that it is positioned at the 
end of the row of boxes against the 
wall. Pull the crate in the wall out to the 
very edge of the row of boxes. Now 
push the second crate in the wall until 
you can enter the room behind it. Hop 
down into the new area, then run down 
the wide hall, jumping over the rolling 
barrels. The area that the barrels came 
from has a small recess in the ceiling. 
Up there sits the Jade Dragon (Secret 
#2). Continue into the next room with a 
boat and water beneath its floor. Take 
down the bad guy, then dive into the 
water. Find and pull the rusty lever 
along the wall underwater and then 
quickly make your way back up into the 






K 








room. Climb through the newly opened 
door. You’ll find another switch and a 
slide leading to a trapdoor hiding broken 
glass. Ignore the switch and slide back- 
wards down the ramp, grabbing onto the 
lower ledge. Pull yourself up and jump 
back, the trap door should close for good 
just in time for you to make a safe land- 
ing on it. Climb up into the opening in 
the center of the wall. Flip the switch, 
then return to the first switch. Flip it and 
exit the room. 

Climb up into the next area with 
the newly opened door to find an upside 


down room with multi-tiers and a glass 
bottom. Kill all the enemies wandering 
around, then find the switch on the top 
platform. Hit it, then run all the way 
around the top perimeter until you can 
drop safely through the timed floor 
hatch to the lower level. Find the switch 
at one of the ends of the room and hit it. 
Next, you’ll want to pick up the Circuit 
Breaker in the comer of the room and 
notice that it’s sitting on an invisible 
switch. Step on it, then hotfoot it over to 
the opposite side of the room to jump 
up and through the ceiling, back to the 


HUNTING DOWN CIRCUIT BRERKERS 


Level 8 will have you chasing 
down Circuit Breakers in order 
to access the final area of the 
stage. Prepare to invest some 
time for this level. 




http: //www. ultragp.com 





level. Exit the room and head back 


1-2 This will be the first of many precari- 
ous drops. Proceed carefully to obtain the 
Restroom Key. 3 Open the loo, man! 


to the boat room. Backup and fall 


through the hole, grabbing the ledge. 


Then let go and land on the boat below. 


You’ll sustain a little damage, but not 


much. Open the wheel lock door and 


head down the hallway. Ignore the 


ramp and just hop down into the small 


switch, then head for the ramp. You’ll 


drop back down into the lounge area 
from the beginning of the level. Flip the 


switch next to the keylock, then climb 


back up into the rusty passage. Head to 
the small area where you just flipped 


the switch to drop the hatch. You’ll now 


be able to pick up the Circuit Breaker 
on the other side of the double glass 


doors. Return to the main pool room 
near the start point of the level. Dive 


into the small pool in the corner and 


make your way through, pulling the 


lever until you emerge in a new area. 


Take out the three thugs and place the 
Circuit Breakers in the slots along the 


wall near the flames. Once this is done, 


pull the crate over until it’s beneath the 


opening high above in the wall. Climb 


Living Quarters 

Items: Thehtre Hev 

Begin the level by swimming back out 
through the big circular opening. Look 
on the wall that you just passed and 
there should be a lever there. Pull it and 
then exit through the opened hatch. 
Climb up and into the new area, shoot- 
ing the thug. Pass the engine room and 
head into the next area at the far side of 


into the room and flip the switch. 


Now from the room, you’ll want to 


jump across the series of large indus- 


trial pipes hanging from the ceiling until 
you reach the wide opening in the far 
wall. You’ll now be inside another sec- 
tion of the ship. Find the door inside 
with a wheel lock. Enter and flip the 
timed lever. Now run straight across the 
ship from the room and you’ll find the 
newly opened room. Push the crate 
inside into the wall and then flip the 


before heading back onto dry f M 
land. Swim back to safety and 
use the key in the lock near the 
watery part of the inside of the ship. % 
Flip the switch inside the Bridge 1 
and then exit the room. Find the move- 
able crate in the area near the windows 
of the ship. Push it in the center of the 


the room. Drop down, take out the 


henchmen, avoid the rolling barrels, 


groove in the floor, climb on it, then flip 


switch on the wall. A hatch leading 


then position yourself at the top of the 


the switch. Reenter the Bridge and climb 


underwater will open. Find the hatch, 


long ramp. You’ll want to make a side- 


through the hole in the ceiling. You’ll 


dive in and locate the Cabin Key on the 


ways run and jump to leap over the 


enter a new area with multi-tiers. Shoot 


other side of the boat. If you’re looking 


room and take out the divers. Locate 


railing next to the flames and to grab 


the two thugs wandering around and 


for the Jade Dragon (Secret #3), make 


the barrels on the sea floor and there 


onto the small crevice above the 


then drop down to the lower tier. Search 


sure to explore near the opening under- 


should be a crevice and an opening 


flames. Scoot all the way over to the 


the darkened room off the main one to 


water. You should find a small square 


nearby. Swim through the opening, 


other side of the room, drop, then flip 


opening near the hatch leading back 


avoiding the eels and barracuda, until 


the switch to turn off the flames. Climb 


into the ship. Pick up the Dragon there 


dive into the open areas of the bottom of 


you reach the next level. 


up into the area and hit the other switch 


there to shift the positions of the 


pistons. Return to the engine room 


and, starting at one end of the room, 


hop across the tops of the pistons in 
order to reach the small opening on the 
far side of the room. Inside, take out 
the gunman and locate the moveable 


1-2 Drop down the pit to enter the 
second to final area of the level. 
3-5 The Cabin Key will allow you to 
enter the last room and swim 
through to the end! 


boxes inside. 


Push the first box all the way into 


the wall, then head through the opened 
passage to the next box. Push the sec- 
ond box out of the way and you’ll now 
have a clear shot down. Grab and drop 
down through the hole and find the 
clock switch that you had just pulled 
earlier. Pull it again, then head back up 
through the hole. Walk out to the plat- 
form above the engine room. Run and 
jump to the side to pick up the Stone 
Dragon (Secret #1), then return to the 
platform. Now jump across the pistons 
to reach the last gear on the far side of 
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the room. With an angled run, jump and 
grab, land on the furthest high wall 
ledge to reach the lever there. Pull it, 
then find a safe way down (look for a 
sloped landing to slide to safety). Head 
through the door beneath the switch 
and take the plunge in the flooded area. 
Pull the lever on the wall in the middle 
of the room, then head through the 
newly opened door. Kill the diver and 
swim down. If you need a little air, 
there’s a small opening near the hole 
that you swim out of in the bottom of 
the ship. Grab a couple gulps, then 
head to the far end of the area to the 
small opening in the sea wall. Avoid the 
eel by sticking close to the wall when 
pulling the lever. Swim back out and, 
directly above the opening to the small 
cave, you’ll find a newly opened trap- 
door. Swim up into it and climb out of 
the water. 

In this new area, follow the pas- 
sage and you’ll find an area filled with 
large blue pipes hanging from the ceil- 
ing. Make your way to the large rusted 
beam in the center of the room on the 
floor. Shoot the gunman above and at 
one end of the beam, you’ll find a 
switch. Pull it and you can enter the 
door on the opposite end of the beam. 
Inside the new room, you should proba- 
bly save. Now face the two switches on 
the wall near the 
door and pull the 
right one, then 
the left one. 

Quickly turn 
around and 
face the 
opposite wall. 

Run, jump 
and grab onto 
the iron over- 
hangs above the 
broken glass. 

Shimmy quickly 
all the way over 
to the solid plat- 
form in the comer 
of the room. Pull 
up and flip the 
lever. Now exit the room and enter the 
big pipe room again. In the corner of 
the room on the complete opposite side 
of the room from the original entrance, 
locate the two slanted platforms. You 
must jump forwards onto the lower 
platform which will let you slide back- 
wards. Before you fall off the platform, 
jump backwards onto the opposite plat- 
form and bounce into a forward grab 
onto the overhanging ledge above. Pull 
up and follow the walkway around. 
When you reach the part of the walk- 
way blocked by a big crate, hop onto 
the area next to it. Pull it towards the 
edge and return to the longer walkway 
(there should be a dead gunman on this 
area of the platform). Now jump to the 
opposite side of the crate, then drop 
and hang. Shimmy over to the open 


area, then pull up and turn around. With 
a standing jump and grab, you should 
now be on a high platform in the center 
of the room. Drop down on the opposite 
side and follow the walkways around 
until you face an opening above the orig- 
inal entrance far below. Run and jump 
through the doorway to enter a new 
area. 

In this new area, you’ll face a gun- 
man. Shoot him, then turn right down 
the first hallway. Here you’ll find a pit 
with the Gold Dragon and a bunch of 
broken glass. From the edge of the pit, 
jump forward to grab onto the ledge 
above the pit. Pull up and then walk into 
the comer of the small opening. There 
should be some unstable floor there that 
will allow you to drop through and pick 
up the Gold Dragon (Secret #2). Now 
exit this hallway and enter the next hall- 
way to the right. When you reach the 
sloped floor, slide and jump to avoid 
foiling through the unstable floor bits. 
From the window, walk into the next 
area, then shoot the barracuda swim- 
ming around in the shallow pool. Notice 
the unstable floor piece at the bottom of 
the pool next to the wall. Drop through it 
and swim out into the small underwater 
area to pick up the Jade Dragon (Secret 
#3). Return to dry land and then continue 
past the shallow pool to enter an area 
with an uneven 
floor. Head all the 
way to the opposite 
side of the room, 
past the area with 
the two skinny, 
sloped platforms 
facing one another 
(there’s a falling 
floor piece between 
them). What you 
need to do is jump 
back onto the out- 
ward facing 


Angled jumps 
and grabs suck. 
Save now! 

2 Flipping the switch 
will submerge the neighboring room. 


platform in order to jump forward and 
grab onto the crevice in the broken wall 
in the center of the room. Once you do 
this, shimmy sideways until you can pull 
yourself up. From here, simply find the 
door near the broken wall to enter the 
next area. 

Once through, enter the room, 
climb the stairs, then in the next room, 
locate the moveable box against the far 
wail and down the connecting hall. 

You’ll want to pull it out of the hall. Now 
return to the small railing in the same 
room, then jump to the lower level. 

Take out ail the enemies, then head to 
the far end of the room. You’ll find a 
large shallow pit with a moveable crate 


Know exactly what you’re doing when 
you enter this room. You’ll need to be 
quick! Flip the switches, jump, grab 
and shimmy like no tomorrow! 


inside of it. Pull it out to pick up the 
Theatre Key underneath it. Now return 
to the main section of the room near the 
short staircase, beneath the skylight. 
Climb the staircase and you should find 
a lock to use your Theatre Key in. 

Once the double glass doors open, 
enter the large theatre. Climb down the 
rows of seats and shoot the enemies 
lurking inside the small side balcony 
box. Jump inside the balcony box and 
flip the switch near the foot of the short 
stairs. This will allow you behind the 
stage curtain. Now exit the balcony box 


and head for the stage. Light up a flare 
to see where you’re going, avoid the 
gaps in the stage floor and pull the 
moveable box over to jump even further 
backstage. At the far end of the stage 
corridors, flip the switch and return to 
the main room with the tiled floors and 
the skylight. Check out the shallow pit 
where you found the Theatre Key and it 
should now be filled with water. Swim 
across to the opening and pull yourself 
up into the doorway to exit to the 
next level! 


THOSE ELUSIVE SECRETS.. 


All the secrets are clustered 
together in Level 9. But that 
doesn’t mean that they’re easy 
to get to. Use your head to go 
the safe route and pick them 
all up. 






LEVEL 10 


The Deck 

iTEms: STEHn Hev, CftB/n Hev, 

BtorreeHey, Serhph, Ehe/mde Lrueeher 

From the start point, make your way to sharks swimming around, then he; 

the open area of the deck. Take out the back to the left shore and make yo 

thug and flamethrower, then explore way back into the branching cave, 
the opposite side of the deck to pick up Once there, instead of headir 

the Grenade Launcher. Now return to straight to the room with the big he 


die hall where you began and climb up 
onto the railing overlooking the lake far 
below. On the small rocky ledges along 
the walls of the lake, there is a Stem 
Key. Now dive into the water and find 
the lowest ledge to the left to climb up 
on. Take out the swimming barracuda 
and then hop along the rocks to grab 
the Stern Key. Now plunge back into 
the water and locate the tiny opening 
along the underwater wall where you 
found the key. 

You’ll exit into a huge rusted iron 
alcove. Take out the thug and the 
flamethrower in the neighboring 
alcove, then find the area with move- 
able crates. Push the comer crate 
against the other and then climb up top. 
Push the top crate so that it rests on the 
immovable crate. Now hop back down 
and pull the comer crate back, then 
push it so that it sits at the edge. Pull 
aside the center crate and a doorway 
will be revealed. Use the Stem Key and 
enter the room. Climb down and swim 
through the small underwater area until 
you find a lever. Pull it, then exit the 
water and the room. Return to the sec- 
ond alcove where the flamethrower 
was. Take out the gunman and locate 
the dropping hatch on the alcove floor. 
Drop through, then climb the ladder at 
the far end of the room and pull the 
lever at the top. Now head back to the 
stem. The water will now be drained 
allowing you access to the moveable 
crate in the back wall. Pull it out and 
enter the room behind it. 

Run through until you can pull 
yourself up into the cave previously 
blocked by a rusted propeller. Dive into 
the huge lake inside and swim closely 
next to the left hand shoreline until you 
find a ledge low enough to climb up on. 
Take out the thug there, pick up the 
dips, then take out the two divers 
swimming around in the lake. Deep 
underwater, surrounded by green sea- 
weeds, you can also pick up the Stone 
Dragon (Secret #1). From the lefthand 
shoreline, run along it to the far end of 
the cave and you’ll find an entrance to 
a new area. Run through, killing the 
wandering gunman, until you reach a 
room with a big medi-kit inside. Make 
sure you are at full health, then drop 
through the big opening in the center of 
the floor. You’ll land on the life raft in 
the center of the lake and you’ll also be 
low on health. Heal yourself, then pick 
up the Cabin Key. Take out the two 


it, find the alternate path heading li 
Make your way all the up the cave 
until you reach an opening in the w«„ 
facing the upper deck. Hop down, take 
out all the wandering enemies, then 


make your way down, deck to deck, 
until you reach the level with the small 
pool on it. Take out the barracuda, hop 
in, kill the diver, then find the retracting 
wall underwater. Inside the small 
recess you’ll pick up the Gold Dragon 
(Secret #2). Now get out of the water, 
shoot the flamethrower, and make your 
way down to the next lowest deck level. 
From here, locate the raised wooden 
platform rising up from the lowest deck 
level (the one you started the level on). 
Run and jump onto it, then repeat the 
maneuver to reach the high stone plat- 
form at the very edge of the deck facing 
outwards. Pull a running jump to land 
on the top of the rusted airplane. From 
here, walk to the far side of the plane 
and find the area with a crevice below 
it Drop and hang to catch hold of it, 
then shimmy over until you can pull 


yourself up. Face the stone wall of the 
lower cave and you’ll see an opening. 
Run, jump, grab, then pull yourself up 
into it. Follow the cave around, killing 
the gunmen inside, until you emerge in 
a small opening facing the roof of the 
high deck. Drop down the hatch, kill the 
thug, then locate moveable crate near 
the door. Pull it out of the wall and flip 
the switch behind it. Exit the room, then 
enter the newly opened door. Use the 
Cabin Key to unlock the door inside. 
Once in the new room, make sure to run 
across only one straight set of falling 
platforms to allow yourself a path back. 
Run across, flip the switch, then run 
back to solid ground. 

Now the third and last door will be 
open. Head for it, go down the short hall 
and climb up into the cave area. Follow 
the cave all the way up until you come 


1 Dive into the lake far below from 
the start point, then pull up onto the 
rocks. 2 You’ll get the Stern Key 
along the rocky ledges. 


to a room with a big hole in the grour 
Drop through the hole onto the rustet 
pipes and pick up the Storage Key. 

Next, head back down to the lo„. 
cave with the rusted airplane. Make 
sure to use those high platforms on the 
lowest level deck to spot a hole in the 
deck level cave wall. Inside is the Jade 
Dragon (Secret #3). Run across the 
stone platform at the edge of the deck 
to grab onto the crevice leading into the 
small opening. Shimmy over, pull your- 
self up, WALK across the glass, pick up 
the dragon then walk back over to the 
opening. From the ledge you’ll want to 
jump forward. Any other way, and you'll 
die. Make your way back down to the 
low cave and use the Storage Key in the 
lock on the far side of the cave. Inside, 
pick up the gold Seraph in the comer of 
the room to continue to the next level! 
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Tibetan Foothills 


opposite wall and grab onto the ice. You 
can climb it! Make your way over to the 
doorway. Through the doorway, you’ll 
face a large canyon with a river at the 
bottom. There’s a doorway directly 
below the opening, but it can be difficult 
to get to in one try, so simply take a 
swan dive into the water. 


opening 


leading down, killing the hawk in the 


meantime. At the opening, slide down 
and jump over the first set of rolling 
boulders, then avoid the second set by 
taking refuge in the shallow recess in 
the snow wall. Once both sets of boul- 


Climb up on the low 


see-through ice sheet 


ledge and use the broken 


covering an 


ice on the wall to climb 


opening in the 


wall. Shatter 


doorway. Make your 


it with a bul- 


way through the 


let, enter, kill 


cave, avoiding the 


the attacking 


Ramps ahoy! Ride your snowmoblie 
through into the new area and 
dismount the vehicle. 

2 Up inside the cave, move the ice 
blocks out of the opening. 

3 Now plow through the ramps and 
launch through the opening! Yeehaw! 


dropping icicles. 


until you come to 


an opening facing 


rounds. Now 


a snowy series of 


return to the 


boulder thor- 


medi-pack at the 


oughfare and climb 


foot of them. Run and 


up into the opening 


where you came from. Pick up the 


that they came 


Stone Dragon (Secret #1) sitting in the 
doorway. Now hop on the snowmobile 
and head into the nearby cave. Run over 
the gunman inside the cave and con- 
tinue until you reach an area with a 
bunch of stone ramps. Find and enter 
the small doorway in the wall next to 
the large blocked opening. Inside, shoot 
the two cats and then move and push 
the ice blocks sitting in the middle of 
the large opening. Move them into the 
hallway and then return to your snow- 
mobile. Your objective is to launch 
through the opening on your mobile, so 
find the low level beginning of the 
series of ramps to get on them. Ride 


from. You’ll eventually 
find a ramp facing a large ice-sheet. 
Run and jump off the ramp, shooting at 
the ice sheet and you’ll land on the 
other side (how very Rambo!). You’ll 
begin sliding, so when you reach the 
cavernous ledge, jump across to the 


In pure action style, Lara will have to run up a ramp, shoot through a 
sheet of ice, then slide into a jump and grab. Save right before attempting 
the feat, if you’re smart. 


them all the way around until you’re 


positioned on the ramp heading straight 


for the big opening. Now put the pedal 


to the metal and fly through the open- 


4-5 Take a look at your next objective. Head to the outer area and slide and grab 
onto the center ledge to climb down. Pick up the Drawbridge Key inside. 

6-' ‘Elio mate... fancy a taste of lead? 


Be ready to holster your 
pistols and grab onto the 
opposite wall to avoid falling 
to your death! 
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wooden door. Inside 


ing, then continue through and use the 


mobile to jump across the huge gap 


opening on the far wall in the room with 


the boulders. Hop back on your mobile 


past the opening. 


From here, you’ll want to stay on 
your vehicle and when the road forks 
with a big cavernous gap down the cen- 
ter, head to the right all the way to the 
far end of the cave. At the end wall, 
climb up the cracked ice on the wall 


and drive back to that room, parking 
your snowmobile on the opposite side of 
the gap, near the original entrance. Now 
walk along the gap until you reach the 
center of the room. You’ll need to side- 
ways jump onto the slope in the very 


and flip the switch in the 


center above the ice lad- 


above room. Now head 


der in order to slide, 


drop and grab onto the 


ladder. Then lower 


yourself into the 


snowmobile. 


doorway below. 


Once inside, 


enemies that 


get in your way 
at this point! 
You’ll want to 


You just knew you’d have 
to come back here! 


Drawbridge 


stop when you 


through the small 


square opening in 


3-8 Once you arrive at the ice 
lake, uee the Drawbridge Key to 
clear the way to the avalanche 
area. Ride through to trigger an 
explosion! 


the ground. You’l 


ramp above a big 


rocky valley. You’ll 


emerge in a room 


notice the Jade 


the center. Shoot through it 


Dragon (Secret #1) 


and the gunman behind it to con- 


sitting on a ledge next to the 


tinue into the next room. There, you’ll 


find a switch below some falling icicles. 


to pick it up, then return to your snow- 


Get the icicles to drop, then flip the 
switch to open the next wooden door. 
Climb outside, then find the ladder near 
the door to climb all the way back 
up to the top of the small canyon 


mobile to soar over the big gap in the 
rocky bridge. When you reach the oppo 
site side, jam along the far wall to the 
opposite side of the room, avoiding the 
boulders and the big gap in the center 
of the room. When you 
reach the other side, locate 
the switch in a small recess 
in the back wall of the open 


1-2 Enemy bikes are the cat’s meow, but they’re 
also heavy and slower than your original snowmo- 
bile. Don’t plan on big jumps with them. 


1-2 Pick up the Stone Dragon in 
the hallway near the enemy Hut. 
If you miss it, you’re a chump. 


3-5 The Jade Dragon sits on an 
short ledge near the big snow 
ramp later in the stage. He’s easy 
to pick up, but you’ll have to 
blast a few feral kitties on the 
way back to solid ground. 
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and to the dirt ramp above. Now hop 
back onto the snowmobile and make 
your way past the big gap again. Once 
past it, head into the the next cave and 
into the open area with the iced over 
lake in the center. Use the Drawbridge 
Key in the lock near the entrance, then 
drive your snowmobile up onto the ramp 
leading to the wooden drawbridge 
above. Once over the icebridge, head 
over to the small sign and then proceed 
across the path, finding a safe gap 
between the falling boulders to wait out 
the avalanche. Once it’s over, head 
through the small doorway at the end of 
the path. Once you drive through and 
approach the huge gap in the floor, 
you’ll hear an explosion. Now use your 
snowmobile to jump over the huge gap 
and head out the sloped opening on the 
other side to return to the area with the 
once-frozen lake. 

Head down to the now dried-out 
lake and the Hut Key will be at the bot- 
tom of it. Pick it up, then take out the 
snowmobiling thug. Hop back onto your 
snowmobile (not his, it’s slower and 
heavier!) and head all the way back to 
the small enemy shack near the very 
beginning of the level (it’s where you 
first got your snowmobile!). Use the Hut 
Key to get inside, then pull the lever at 
the back of the room. Exit the hut, then 
head for the newly opened door, taking 
out the attacking gunmen. Through the 
door, run down the stone passage and 
hop down into the new area, while gun- 
ning down the snowmobiling baddie. 


Hop on his discarded vehicle, then head 
out of the large area. Down the next 
passage, you’ll face a small gap in the 
floor. Drive your mobile along the side 
to get past the gap, then dismount it. 
Using the ice ladder on the side of the 
gap, climb down into the pit until you’re 
hanging from the bottom rung. Hop 
down, then quickly sideways jump to 
get out of the way of the rolling boul- 
ders. Wait until two sets of them pass, 
then enter the small hallway to pick up 
the Gold Dragon (Secret #3). Climb 
back up and out of the pit, then hop 
back onto your mobile. 

Drive up the steep incline and 
you’ll emerge in a large valley. Take out 
the mobile gunmen and head to the bot- 
tom of the valley. There’ll be a doorway 
blocked by a large iceblock. Push the 
iceblock so that you can enter the new 
area. Gun down the entering bad guys, 
then examine your surroundings. Walk 
to the large cliff and look down. Shoot 
the wandering gunman below, then 
work your way down, using sloped 
edges to cushion your descent. Best 
advice is to simply dive to the lake far, 
far below. Once you manage it, simply 
find the rocky cave next to the lake and 
enter. Wander through the cave a bit to 
enter the next level! 


1-6 Getting the Gold Dragon can be a 
little tricky. Climb down, then avoid the 
boulders by jumping sideways. Pick up 
your reward and get out. 
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This level will require a lot of back- 


repeat the same maneuver when you 


tracking and item collecting in order to 


come across the second boulder. Head 


up the upwards hallway until you reach 


ing through it You’ll also have to deal 


Barkhang Monastery 


with a lot of high-powered, heat pack- 


outer wall of the pool, avoiding the drain 


as well. From the start 


in the center (it’ll suck you under, slowly 


point head down the hallway into the 


drowning you!). Find the opening on the 


larger room, taking out all the enemies. 


side of the pool and swim into it. Next, 


Climb the long ladder on the side of the 


drop down the deep opening at the end 


red building up to a new platform. Kill 
the descending crow, then locate the 
next platform near the gap that you 
climbed up. Jump across to it, then 
face outwards to jump and grab onto 
the next platform. You’ll pull up into a 
high area filled with rocky bridges lead- 
ing to the upper story of the monastery. 
Make your way over to the monastery 
balcony with two windows. Along the 
way, you’ll have to slide and grab onto 
a small lengthwise crevice to shimmy 
over to solid ground. Once you reach 
the balcony, shoot out one of the win- 
dow and enter the bookroom. Make 
your way into the hallway, while taking 
out all the attacking enemies. 

Once in the hallway, there are 
three places to go. Find the room to the 
left of the big locked double doors and 
you should discover a long ladder 
inside. Climb up to the inner balcony, 


of the short hallway and you’ll land in a 
dark canal. Light up a flare and you’ll 
find yourself in a long hallway filled with 
slamming doors. Time your moves to 
get past them and reach the end of the 
canal. Climb the long ladder and you’ll 
emerge in an area where you can pick 
up your first Prayer Wheel! Kill off the 
enemies, then enter the darkened room. 
Light up a flare and make your way to 
the top of the low rows of defunct 
flameholders. You should find a Prayer 
Wheel (#1) in the top row. Once you 
pick it up, the flames will ignite. Jump, 
row by row, past them and head into the 
other room. Find the two moveable 
boxes on the side of the room and shift 
them enough to get into the hidden hall- 
way behind them. Move down the 
hallway and climb the ladder. You’ll find 
yourself in the hallway with the boulders 
again. Make your way back onto the 


Plundering an ancient monastery 
was never so much fun. 


take out the monk, then pick up the 


balcony and then down onto the lower 


Main Hall Key sitting on a pedestal in 


floor of the monastery. 


the center of the balcony. Continue 
heading to the far side of the room until 
you drop down into a small hallway. 
Sidejump the oncoming boulder, then 


Use the Main Hall Key in the lock 
for the big double doors and enter the 
huge hall beyond. This area is chock-fu 
o’ enemies, so be prepared! Once the 


Venturing around will grab 
you a glimpse of your 
goal. To the monastery! 


From the Main Hall, you'll find a 
gaggle of new areas to explore. 
Each one will lead to either an 
important key, a Gemstone or 
an all-impotant Prayer Wheel. 
Learn each area well, because 
you may have to return later. 


Drop, grab and shimmy 
across the rocks to get to 


the balcony. 


Our girl will have a number 
of new areas to explore. 


Once you pick up the 
Main Hall key, prepare for 
another grueling level. 
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stumble on a small rectangular opening 
in the wall. Swim inside to pick up the 
Stone Dragon (Secret #2). Return to the 
main area and climb up onto dry land, 
kill the monk, then head through door- 
way and down the hall. You’ll find 
yourself back in the large hallway 
branching off the Main Hall. Return to 
the Main Hall and use the Trapdoor Key 
in the lock above the trapdoor 


area is clear, there are a number of 
places to go. Start off by heading into 
the large hallway down near the foot of 
the large statue. Head all the way to the 
end of the hallway and take out all the 
thugs and monks. Inside a room at the 
very end of the hall is a set of flames 
and swinging spikes. You need to make 
it to the end of this hallway by stepping 
on the timed floor switch in front of 


the flame to turn 


and then climb up at 


timing your jump to land 


the other end of the 


inside the small 


short tunnel. When 
you get out of the 
underground tun- 


pit beneath 


the swinging 


through the 


doorway lead- 


reach the end 


of the hall. 


rocky canyon. 


There you’ll 


attacking crows 
and bad guys as 


Trapdoor Key. 


If you want to pick 


up the Jade Dragon, 


way over to the ladder on 


simply return to the 


the side of the small center 
recess in the ground. Climb all the way 
up, then walk along the skinny path 
alongside the wall and follow it to a 
wooden bridge. Cross it to reach an area 
with a small temple. You need to get up 
on the roof. Find the ledges on the sides 
of the canyon wall to help you out. Once 
on the roof, drop through the hatch into 
the temple. Pick up the Prayer Wheel 
(#2) inside, pull the lever and exit the 


previous part of the 


temple. From this point, 


you’ll need to make your 
.way back through the 
kcanyon and back into 
lthe Main Temple Hall. 


way at the foot of the 
^ statue. This time around, 
enter the darkened pas- 


sage branching off of the 


large hallway. Run all the way 
down, past the dropping trap- 
door, until you locate a staircase 
leading up to a window. Run up 
the staircase, break through the 
window, and drop to the 


1-3 Getting the hang of collecting 
secrets will land you in many 
strange and sometimes dangerous 
plapes. The Jade Dragon is the 
most difficult to locate, hidden 
down the hallway taken up by a 
spiked rolling wheel. Outrace the 
wheel to pick it up. 


http: //www. ultragp.com 






12 A ULTRA gsmsp/ayer 


http: //www. ultnagp.com 


gunman broke through the window, 
earlier in the level. Use the Key in the 
lock next to the shoddy wooden door. 
Inside will be the Rooftops Key. Pick it 
up and head to the room down the hall 
where the two spiked wheels are spin- 
ning back and forth. Cross the room, 
avoid the wheels, and use the key in the 
lock on the wall next to the door. Now 
head on up the stairs beyond the newly 
opened door. 

Once you’re on the rooftop, head 
to the area behind the two gold camels. 
Find the timed lever and flip it. Now 
race back out and through the corridor 
where the flames used to be. Enter the 
area with the series of gold trapdoors 
littering the ground. Kill off the bad 
guys, then locate the switch on one of 
the pillars. Pull it to open two of the 
trapdoors. Drop down one of them and 
shoot out the windows inside the small 
room down below. Pick up the two 
Gemstones and then find the lever 
inside the room. Pull it, then climb up 
the ladder to get back to the 
trapdoor area. Exit and head 
to the small courtyard with 
a big gold star and two 
more camels. Use a 
Gemstone in the wall fixture 
between the two camels. 

This will move the star 
behind you. Enter the star 
room and pull the moveable box out of 
the wall, allowing you access to the 
next Prayer Wheel (#4). Now return to 
the Main Temple Hall. 

Enter the doorway with the ladder 
next to the large hall near the foot of the 
statue. Climb up and you’ll be facing an 
opening looking out onto the large 
statue. Run, jump and grab onto the 
hand of the statue to climb up on top of 
it. Next, make your way across the top 
of the statue so that you’re facing the 
wall on the opposite side of where you 
first climbed onto the statue. You should 
see a small recess in the wall with a 
wall fixture inside of it. Jump across to 
it and place your last Gemstone inside 
it. Now make your way down the statue 
and head to the very foot of it. There is a 
low ceilinged room in the center of the 
statue’s foundation. The trapdoor in the 
center of the room is open. Drop down 
inside of it and make your way down 
the hallway, then pull up into a new 
area. 

Once there, locate the switch near 
the machinery facing the water. Pull it 
to open the door in the wall. Enter the 
new room and pull the moveable box in 
front of the waterfall to stop the flow. 
Now return to the previous room and 
then back up through the now-dry door- 
way (leading into the larger room where 
you picked up the stone Dragon before). 
Grab onto the ledge and drop down to 
avoid taking damage from the fall. Next, 
locate the moveable box on the opposite 
side of the room. Push it out of place, 


then pick up the last Prayer Wheel (#5) 
in the small recess behind the box. 
Climb up the ladder and return to the 
Main Temple Hall. 

Search the area around the base 
of the statue to find a large room with 
set of huge double doors to the left of 
the statue. Before you enter, make sure 
to take a peek directly behind the 
statue. There’s a small ramp that will 
allow you access to the Gold Dragon 
(Secret #3) hidden in a small opening 
directly inside the statue. Pick it up, 
then head back for the large room with 
the double doors. Now insert all the 
Prayer Wheels in the assorted empty 
slots along the walls. Once you place 
the fifth one in its slot, the double doors 
will open. Enter the new room, climb to 
the top of the low scaffolding and place 
the Seraph in the slot. Head down 
through the opening door to enter the 
next level! 


1-4 The monastery is packed with psycho 
monks and inhuman bad guys. You’ll need 
to hone your fighting skills in order to 
survive the onslaught. Pack a lot of 
medi-packs and keep moving when you’re 
faced with a room full of thugs. 


L.i 


ground far below. Kill off the attack- 
ing monks, then find the ladder 
towards the back of the small court- 
yard. Climb the series of ladders all 
the way up to receive the next Prayer 
Wheel (#3). Return to the small court- 
yard below and pull the lever next to 
the stone door. Kill the approaching 
henchmen and head back to the Main 
Temple Hall. 


Once there, head into the room 
across the way from the trapdoor. You’ll 
know the correct room if you approach 
a hall with retracting blades along the 
wall. Jump over the first blade and 
enter the room to the side. Pick up the 
Strongroom Key from the crate inside. 
Return to the Main Hall and exit through 
the huge double doors to reach the 
outer hallway. Enter the room where the 


GEMSTONES RRE R GIRL 1 ! 
BEST FRIEND 


1-3 You’ll be able to get the 
Gemstones from the Rooftops 
area. Drop through the trapdoors 
and pick them up. 4-5 Place the 
Gemstone in the wall and move 
the star! 6-7 The next Gemstone 
goes in a slot on the far upper 
side of the goofy looking statue 
in the main hall. 
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Prepare 


short, 


but 


brutal 


adventure 
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Always look for ladders and climbable surfaces. 

2 Timed floor switches are a pain, and this one is just an example. 


Catacombs of the Talian 

Items: T/beth/i HIhshs, Tnuan 


lower temple. Once inserted, enter the 
pitch black room. Using a flare and 
avoiding the steep drops, locate the 
lever on a wall near some defunct 
torches and pull it. This will light the 
torches and also open the Yeti cages. 

Kill them off, then locate the moveable 
box on the top floor. Move it underneath 
one of the gates along the top floor to 
block it from closing. Now enter the 
cage area behind the torches and pull 
the switch at the back of the cage. Head 
out of the room altogether and make 
your way back to the frozen lake area. 

A door near the opening connect- 
ing the two caverns will now be open. 
Through the door, cross the first bridge, 
then before running across the next one 
- head along the ledge to the left to 
avoid the oncoming boulders. Once they 
pass, cross the bridge, then face the 
hanging ladder on the other side. Run, 
jump and grab onto the ladder then 
climb up. Dive through the big gap in 
the small cave floor to land in the water 
below. Swim through the skinny watery 
opening to the neighboring cave and 
make your way through until you locate 
the double doors. With your back 
against the double doors, run and jump 
onto the skinny platform directly in front 
of the doors. Then jump and climb up 
the ladder near the platform. You’ll have 
to pull another backwards flip off of the 
ladder to reach a small ledge that har- 
bors a lever to be flipped. Once that’s 
done, head through the double doors 
and pull the switch inside. Now exit 
back through the watery caverns. 

Head back to the skinny opening 
underwater and you’ll notice a ladder 
hanging from the ceiling that you might 
have missed before. Climb it, then pull a 
backflip off the ladder to a 
ledge with the Jade 
Dragon (Secret #2) on 
it. Return to the double 
doored room and 
walk to the edge of 
the temple bal- 
cony. Shimmy to 
one of the sides 
and gently drop 
down to the 
sloped ground 
below with mini- 
mal damage. 

Now head back 
over to the big tem- 
ple in the neighboring cavern. 

When you reach the threshold of 
the double doors, run and jump across 
to reach the interior. Now you’ll need to 
figure out a way to trigger both sets of 
boulders while avoiding their paths. 
Once this is done, the doorway on the 


side wall will be open. (Tip: If you hap- 
pen to fall down into the leopard pit, 
make sure to pick up the goodies while 
you’re there. Pull the lever by the door 
to open up the side doors and return to 
the temple steps.) Once you get through 
the side door, you’ll enter a room with 
two timed floor switches and three 
timed doors. First, step on the floor 
switch to open the left door. Jump up 
into the next room and before you WALK 
through the spikes, look for a ladderish 
looking wall to the immediate left. Climb 
to reach a ledge with the Gold Dragon 
(Secret #3) on it. Return to the spike 


You’ll begin this level at the top of a 
flight of short stairs. Head into the room 
below, avoiding the icicles above you. 
Grab onto the lengthwise crevice along 
the short wall and pull up when you 
can. In the small area behind it, pick up 
some goodies and the Stone Dragon 
(Secret #1). Next, gently slide down 
into the darkness below, preparing to 
take out your first Yeti creature. Once 
he’s toast, find and flip the switch near 
the gates. Afterwards, make your way 
back up to the previous area using the 
ladder on the wall. Now, slide, jump 
and grab onto the ledge on the opposite 
wall. Kill the snow leopard, avoid the 
icicles and make your way into the next 
area. Descend the steps and kill off the 
gunmen. Now locate the snowy ledge 
with boulders sitting at the top of it. 
Trigger the boulders and jump out of 
the way. With that taken care of, locate 
the lone doorway in the stone wall past 
the pool. Next to it are some climbable 
ledges. Make your way up them and 
across so that you are face to face with 
a ladder on the far wall with some 
unstable floor pieces between you. Run 
and latch onto the ladder, then climb 
up. You’ll need to backflip off of the lad- 
der (fun stuff!) to land on a ledge 
behind you. Pull the lever at the top of 
the small ramp and then fetch the now 
uncaged Tibetan Mask! 

The switch also empties the pool 
of water and opens the trapdoor 
beneath it. Carefully enter this new 
area. Follow the tunnel passage, jump- 
ing over the spike pit then use the Mask 
in the wall fixture next to the gate. Once 
the gate opens, don’t run out until 
you’re prepared to thwart a rash of 
rolling boulders! Once you’re past the 
boulders, locate the large opening in 
the cave wall next to the flight 
of steps leading up 
to a temple. Use 
the steps to hop 
through the 
opening into the 
neighboring 
cavern. Make 
your way down 
to the ground 
and head through 
right of the frozen 
lake. Climb up the 
rocks facing the ice 
wall and you’ll spot 
some water far below. 

Dive in and pick up the next 
Tibetan Mask. Climb out of the water 
and into the frozen lake area. Make 
your way with the Mask back to the 
first cave with the temples. Locate the 
next slot for a mask in the wall of the 


room, then head to the right door. It will 
open automatically and stay open for a 
short period of time. Once you’re past 
the spikes, run towards the right door 
and jump out of the room and past the 
resting boulders, landing on the right 
hand floor switch. Immediately double 
back running, then jumping through the 
left hand door. Keep running to get 
through the back door and jump onto 
the ladder behind it. Climb down into 
the next level! 


THE FIRST HURDLE 


While we’re not sure if Lara ever took Track and Field in college, our 
heroine is certainly adept at leaping over stuff. You should be, too! 


iuLiL 
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Ice Palace 

iTEms: Tmetfm fTlnsH, 
Gann Hr mm eh 

Start this level off by drawing your guns 
and taking a shot at the big gold bell 
near the door. Get it to ring and the 
door will open. Enter the next area and 
you’ll notice a string of trampolines on 
the ground floor. Find the trampoline 
positioned in front of a large gold bell 
far above. Use the trampoline to launch 
forward and shoot the bell so that it 
rings. (Tip: Whenever you use one of 
the trampolines, make sure to jump up 
and forward, then try to land on a 
sloped ledge to break your fall. If you 
jump straight up and down, or miss a 
ledge, it’s certain death.) Next, find the 
‘two-squared’ long trampoline in the 
middle of the floor. Use it to launch up 
and forward to a high ledge. Grab it and 
pull up and you’ll find a switch in the 
room. Full it and the cage containing 
the Yeti creatures will drop to the 
ground floor. Kill them off, then exam- 
ine the lengthwise cage on the second 
floor of the room (the Yeti cage was 
attached to it before it dropped). Enter 
the lengthwise cage and follow it down 
to a set of steps. Kill the Yeti, then flip 
the switch inside the small room. This 
will raise a set of steel windows to grab 
onto from the trampoline below. Return 
to the lengthwise cage and examine 
the wall. A piece of the wall near the 
opening facing the room is actually a 
moveable block! Pull it and push it out 
of die way, then examine the next 
room. The Gold Dragon (Secret #1) is 
at the far end of the room. Simply drop 
from the center of the platform and you 
should be on an ‘invisible’ walkway 
that will lead you to the dragon plat- 


1-5 Getting the Gold Dragon will 
require some investigation and 
some steady nerves. 


Jump, launch, then shoot! 

2 If you do it right, you’ll ring the bell 
and land safely on the sloped ledge. 


ing in the wall and you’ll emerge in a 
dark cave. Notice the alcoves on either 
side of the cave. In the right hand 
alcove, there’s a closed door and 
another opening. Enter the opening and 
follow it to the barred window to pick up 
the Stone Dragon (Secret #2). Now exit 
the alcove and follow the corridor down 
to a room full of tigers. Shoot them and 
pick up the Tibetan Mask on the block 
at the far end of the room. Now return to 
the closed door in the lefthand alcove 
and it’ll now be open. 

Through the door, walk down the 
short passage and drop down into the 
large planked room. Kill the Yeti and 
make your way to the far end of the 
room. Light a flare and drop it down the 
far opening in the ground. Notice that 
there’s a break in the spikes below. 

Drop down into the open area, kill the 
Yeti, then carefully make your way over 
to the large sunlit opening in the wall. 
Insert the Mask into the slot on the wall. 
The door next to the opening will now 
give way to a long bridge across a cav- 
ern that you explored in the previous 
level. Cross the bridge and find the 
opening to pass through. Follow the 
ledges until you locate a lever to be 
flipped. Activating the lever will cause 
the large cauldron on the temple to tip 
over and melt the frozen lake. Find a 
safe way down to the lake, kill the 
tigers, the dive into the lake! Pick up the 
Gong Hammer on the pedestal in the 
lake, then swim through the underwater 
cavern to a new area. This new area is 
packed to the hilt with Yeti monsters, so 
make short work of them. From the 
shore, head over to the snow staircase 
leading up to another open blue door. 
Don’t rush blindly into the big room or 
you’ll be crushed by zillions of rolling 
boulders. Instead, run in the opposite 
direction of the boulders down to the far 
end of the cave, jumping onto the small 
platform and through the opening. 

You’ll now be faced with a long 
ledge on either side of a cave. Drop off 
the ledge backwards, grab and shimmy 
all the way to the far end of the room, 
then pull up and jump backwards onto 
the opposite ledge. Now turn around 
and jump forward onto the climbable 
wall in the next room. Climb all the way 
up, then prepare for a big drop. To mini- 
mize the damage (you will have to take 
some, though) back up, grab the ledge 
and drop. 

You’ll now be in front of a humon- 
gous gong. Before hitting it with the 


Gong Hammer, slide down off of the 
large gong platform and make your way 
over to the far end of the cave. Notice a 
ladder in the comer of the room on the 
wall. Jump and grab onto the ladder, 
climb down, then drop down to the left 
(facing the ladder). Drop down until you 
are on level ground and locate the 
switch on the step platform. Pull it and 
a door will open next to the gong plat- 
form. Make your way back to it and 
pass through the door to pick up the 
Jade Dragon (Secret #3). Now return 
to the top of the gong platform and use 
the Hammer on it. Next, locate the 
small room beneath the gong that con- 
tains the gold Talion. Pick it up and 
return to the side of the platform. Now 
quickly jump off the platform, then 
scramble back onto it A boss creature 
(looks like a cross between an eagle 
and a gorilla... go figure!) will attack 
you! If you manage to make it back 
onto the platform, you can simply 


empty round i 
he’s a goner. 

after round into him until 
Once he’s toast, the levt 
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form. Pick it up, then head back to the 
ground floor and locate the trampoline 
near the set of black gates. Jump on it 
facing the sloped ledge and grab onto 
the set of steel windowguards above. 
Pull up and locate the gold bell across 
the gap. Shoot it so that it rings, then 
safely jump down to the ground floor 
again (use a sloped ledge!). Enter the 
newly opened area (previously blocked 
by black gates) and use the trampoline 
inside to launch up to the ledge 
far above. 

Once on the ledge, notice that 
both sides of the area are made up of 
sloped ledges. There’s a bell in a door- 
way on the far end of the room. Slide 
and grab onto the shorter ledge (the 
side with the bell) and shimmy all the 
way over so that you are directly 
beneath the doorway with the bell. Now 
pull up and jump backwards so that you 
land on the longer slope behind you. 
While you are sliding, shoot the bell so 
that it rings. You should land on the 
ledge just beneath you and the gate 
leading to a ladder will now be open. 
Simply return to the ground floor and 
trampoline back up to the high ledge. 
Once there, climb up the ladder into the 
new area. 

Once you reach the new room, 
jump to the center platform and kill the 
attacking Yeti. Climb through the open- 
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FRANK’S GONNA HOLD HIS 
BREATH UNTIL YOU CALL! 


L 



** ^ % 




SO HURRY UP - 
PLEASE! CALL THE 
ULTRA GAMEPLAYERS 
TIP LINE TODAY. 

i mm® mum 


Call now for the 
latest TIPS, HINTS 
and STRATEGIES 

for your favorite 
games. Including: 


Final Fantasy VII 


v /. ... ‘ 


Golden Eye 



Madden ’98 















The toxic Kool-Aid lava will toast 
your buns fast. Be careful. 


/ □□IN’ \ 

THE TWIST 

With a quick back-twist and grab, 
you’ll be able to shimmy over to the 
Gold Dragon. It’s tough, but possible. 


Temple of Xian 

iTEms: DRHEon Seel, Gold 
Hev, SilueeHev 

Welcome to THE longest level in Tomb 
Raider 2. And it begins appropriately 
enough with a LOOONNGG drop, all the 
way down to the very bottom of the 
Xian Temple. The only real danger dur- 
ing the drop is a set of retracting blades 
on one of the downward slides. 
Anticipate them to avoid taking dam- 
age. If you want to pick up the Gold 
Dragon (Secret #1), make sure to pull a 
backtwist (so that you’re facing the 
slope and not the opening) when you’re 
sliding down the large watery tunnel. 
Make sure to grab onto the last ledge 
and shimmy all the way to the left. Pull 
up and grab the Dragon. Now drop into 
the lake far below and swim to the 
shore harboring a large temple. When 
you climb ashore, kill the tigers, then 
make your way to the left side of the 
temple. You’ll find a red trampoline 
there. Use it to launch onto the roof of 
the temple and locate the lever. Pull it, 
then drop down and jump back into the 
water and make swim back out near 
the waterfall. Pull up onto the red plat- 
form and climb up the ladder into a 
new area filled with lava. This 
area is a piece of cake. All 








ing the spiders, and i 

sicking up the 


Stone Dragon 

(Secret #2). You’ll even- 


tually come to a long ladder leading up 
a high platform. Grab it and climb all the 
way up. 

In the next room, you’ll need to 
climb onto the laddered wall up until 
you reach the small lengthwise crevice, 
then shimmy all the way over to the far 
side of the room over the spikes. Jump 
backwards onto the sloped ledge, then 
forwards onto the spike-free platform 
above. From here, inch to the center 
edge of the platform and run along the 
falling floor pieces until you reach the 
last one, then let yourself drop onto the 
square platform below. Now run and 
make it through the doorway on the 
opposite side of the room. You’ll slide 
into a room with a spiked floor. Make 
sure to slide and grab onto a ledge 
where you can to pull up to a safe area. 
Climb to the small doorway above and 
pull the lever. Dive out into the water 
and return to the shore of the temple. 

Enter the temple and make your 
way to the right hand back room. Climb 
up through onto the upwards ledges 
inside the doorway with the locked red 
door. When you reach the top, you’ll 
enter a room filled with sloped plat- 
forms and an opening on the opposite 
wall. You’ll need to use the slopes to 
hop forwards and backwards all the 
way up and down the room until you 
reach a stable ledge to boost 
you into the opening. 

Sound difficult? It is. Just 
save whenever you can. 
When you finally get to 
the opening, head into 
the small opening, 
aiming for the 
switch. 

Unfortunately, the 
floor will drop from 
beneath you and 
you’ll land in a room 
with closing spiked 
walls. Run to the 
on the wall, flip it, then 
d and RUN through the 
even bother with the 


medipack if you’re short on time. In the 
next area, make your way up the plat- 
forms, avoiding the boulders, until you 
reach a ladder. Climb it all the way up 
and you’ll emerge in a pitch black room. 
Light a flare, locate the switch, flip it, 
kill the tiger, then pull yourself up into 
the newly opened doorway. Hop on the 
ladder and descend, avoiding the 
retracting blades. When you drop down 
into the next room, make your way to 
the door without getting plowed by the 
rolling wheels. You’ll emerge along the 
ceiling beams of the Xian Temple. 
Locate and press the timed switch on 
the near wall in the new area, then 
immediately begin running and jumping 
across the wooden beams to reach the 
double doors at the opposite end. Once 
through the doors, examine the next 
area. 

Swinging spikey balls... oh, 
goody. Time your moves to position 
yourself in between spikey balls and 
move through the whole line in this 
fashion. Once you reach the other end 
of the room, first flip the right switch, 
then the left, quickly. Next, run down 
the hallway along the long platform (a 
boulder will be after you!), then jump 
and grab the small far ledge below the 
dragon’s head. Pull up and collect the 
Dragon Seal waiting there for you. 

Next, run and jump onto one of the plat- 
forms on the sides of the dragon statue. 
Run up into the small room behind the 
statue and flip the switch there. Now 
exit the room and you’ll notice that the 
structure of the room has changed. 

From the top step near the switch 
room, hop onto the dragon’s neck and 
then jump onto its head. You’ll slide 
down onto the platform below his 
mouth. From there, jump onto the high 
platform directly in front of the statue. 
Then using your run, jump and grab, 
make your way over along the high 
platforms on the side of the room to 
reach a red trampoline on the lava sur- 
face. Hop on the trampoline to launch 
onto a level surface on the large struc- 
ture full of sloped ledges. Hop along the 
level platforms, avoiding the rolling 


diiu bimiimy 

around to 
the lowest 
level, avoid- 
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Best advice: just drop to 
the sloped ledge below. 


boulders, until you reach the opposite 
side of the structure. If you want to pick 
up the Jade Dragon on the wooden plat- 
forms high above, locate the lone 
trampoline on the sloped structure. Use 
it to launch up onto the bare wooden 
platform above. From there you’ll need 
to jump across to the ledge with the 
Jade Dragon (Secret #3). Pick it up, 
then return to the sloped structure. Hop 
your way up along the level ledges until 
you reach the doorway at the very top. 

Inside the small room, push in the 


moveable box in the corner and enter 
the even smaller room beyond it. Find 
and pull the lever inside, then drop 
through the now open trap door on the 
ground in the room. Run down the hall- 
way, racing a boulder on your tail, the 
jump to the left at the end of the hall 
into a small opening. You’ll end up back 
on the ceiling beams of the Xian Temple. 
Drop down, kill the tigers, and insert the 
Dragon Seal into the mechanism near 
the gold door. Make your way inside and 
down the hallway, avoiding the rolling 


FILL RECESS 


Hopping around the massive Dragon Statue chamber is tedious and dan- 
gerous, but you’ll need to bring the Dragon Seal ail the way back to a 
doorway along the sloped ledges near the entrance to the room. 


1-2 Once you get inside the 
temple, climb up the ledges InJ 
the open doorway to proceed. 


3-4 Play this area like Romper 
Room and slide around until 
you can grab onto something. 


5-6 Resist the Indiana Jones 
deja vu and just run, jump 
and GRAB! 


There’s room between each 
s P' ke > so inch alon 9i Lara - 




wheel. At the end of the hall, you’ll slide 
down into a watery room with an assort- 


ment of switches. Pull all the green 
switches on the wall, then race out of 


the open door to avoid the lowering ceil- 
ing. In the next room, climb over the 
waterfall and drop into the small reser- 
voir. Locate the switch next to the doors 
underwater. Pulling it will flood the 


entire room all the way up to the ceiling, 
so be prepared. Once you pull it, swim 


quickly down the small hallway lined 


with tiled fishes. There will be a switch 
at the very end of the hall that will lower 
the water, but don’t push it yet. Look for 
the small opening in the opposite wall 


before the switch. Swim through it and 
flip the switch inside to open the small 
red gate. Swim into the newly opened 
passage and flip the switch within. Now 


get some air! After you’ve taken in 
some oxygen, head back down to the 


double doors next to the first switch 
(near the waterfall). They will now be 
open. Flip the switch at the end of the 


short passage, then exit and swim all 


the way up to the top of the big room 


until you reach air. Climb up into the 


new watery area and pick up all the 


goodies before heading into the 


1 next room. 


Run into the next room, flip the 


I switch on the wall, then drop through 
P the hatch on the far end of the room. 


You’ll fall into an underwater passage 


that will carry you all the way down a 


tunnel to pick up the Gold Key. Swim 


through the rest of the tunnel out into 


S the lake in front of the Xian Temple. 


Swim back out to the large lake near the 


waterfall and climb up onto the red plat- 
form and use the Gold Key to unlock the 


big red gates. Swim through the gates 


and find the area filled with underwater 


pillars. The gates to the small area will 


close, so you’ll need to find the lever on 


one of the pillars to reopen them and to 
% open another grate far, far above in the 


d following area. Once you’ve pulled the 


| lever, get some air, then locate the 


1 newly opened grate in the next area 


* past the small underwater room 


with pillars. 





_ 
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Reach the surface and pull up into 
what looks like an abandoned mine 
shaft. Search through the cave with a 
flare, while remaining prepared to take 
down all the small tarantulas and 
humongous arachnoids that will cross 
your path. Find the main room with the 
large spider cocoon near the ceiling. Kill 
all the spiders and work your way up 
along the ledges on the walls until you 
can jump to the platform in the middle 
of the room. From there, jump to the 
opening high in the wall and make your 
way to the other side of the short tun- 
nel. From the short tunnel, jump onto 
the the high rocks in the center of the 
lake below. Pull up to grab the Silver 
Key. Now dive into the water and swim 
back to the shore by the Xian Temple. 

Use the Silver Key in the lock by 
the tall red doors on the side of the 
shore, then climb up to the top floor 
along the level ledges. Avoid the boul- 
ders nearing the top, then continue into 
the next room. Continue to make your 
way up to the doorway above and cross 
the bridge into the next area. Shoot the 
tigers, then climb up on the platforms to 
reach the openings in the wall above. 
When you reach the higher platforms, 
you’ll notice two doorways. Take the 
one leading to a room with a rolling 
wheel. Using timing, climb to the upper 
ledge past the wheel, then enter the 
next room. Run across the bridge, out- 
racing the wheel behind you and flip the 
switch on the opposite side. Now return 
to the temple across the bridge. Enter 
the doorway Head back to the platform 
facing two openings. It’s time to take on 
the trampolines! 

Jump from trampoline to trampo- 
line until you reach the last one and 
then press your action button to launch 
up and latch onto the ledge above. Kill 
the hawk, then jump onto the ledge 
opposite the one you’re standing on. 

Pull up and enter a large chamber with 
two dragon statues situated inside it. 
Your first move is to get to the ladder 
across the lava. Jump from brick plat- 
form to platform, avoiding the moving 
spiked wall, then scrambling onto the 


1-2 The Gold Key will open up a new, 
scarier area full of dark spooky corri- 
dors and monsters. I’m not kidding. 


3-4 The trampolines will guide you up 
to the last part of the level. Whew! 


5-6 The final area will have you back- 
twisting off ladders and grabbing 
onto the ones behind you. IT’S HARD! 


because there’ll be a lot 

of them coming up. 

Climb the ladder and 

drop onto the high 

ledge, then head into 

the next room. 

( 

There’s anothei 


a 

ladder to the right 

HP 

of the entrance. 


IU 

so make for it 


M 

before you’re 



skewered by 


BB 

the closing 
spikes. Run 

rs 


towards the 

1 

ladder and jum| 

j ' 

onto it, then climb up 

into a new area 





■m rm 


Locate the switch at the end of the 
curvy corridor and flip it. One of the side 
red gates will be open. Step out onto the 
platform beyond the newly opened gate. 
Jump across the platforms until you can 
reach the dragon statue pedaestal to 
pick up the Main Chamber Key. Once 
you’ve grabbed it, hop down onto the 
dragon’s back and slide the rest of the 
way down and return to the double door 
entrance. From here, hop across to the 
square brick platform with the lock on 
the wall. 

Use the Main Chamber Key in the 
lock, then face outwards and you’ll see 
that a ledge has now dropped across 
the lava. Run, jump, and grab onto it. 

Pull up and head for the ladder on the 
wall. Climb it to reach the right ledge. 
Jump and grab onto the ladder above 
the spikes and climb up. You’ll find 
yourself back in the small curvy corridor 
room that leads out to both dragon stat- 
ues. A new red gate will be open leading 
to the second dragon. Walk out onto the 
small platform and jump across the next 
two until you reach a sloped ledge. 

Jump across to it, then jump backwards 
to land on the flat area of the dragon’s 
neck. There’ll be a ladder leading up the 
statue. Climb it until you reach a retract- 
ing blade. You’ll need to backflip off of 
the ladder, slide down the ledge behind 
you, then grab onto the ladder across 
from the sloped ledge. Climb the new 
ladder up until you reach 
_ the next retracting blade. 
Now you’ll need to per- 
form a 
backtwist off 
of the ladder 
and grab onto 
the ladder 
directly 

-i behind you. 
Climb it all 
the way up 
until you 
reach a sta- 
ble carpeted 
ledge. Head out of the 
opening and you’ll 
enter the next level. 








V- 






Yahoo! 


LEVEI^iER 

Floating Islands 

Iteitis: B IJJvstic Plroues 

The start point for this level will proba- 
bly intimidate even the most hardened 
Tomb Raiders, but simply use your save 
option often and it’ll be a piece o’ cake. 
First off, simply stay where you’re at 
and kill the flying statue that eventually 
comes towards you. Next, walk to the 
edge of the green part of the start plat- 
form and prepare to jump off. You’ll 
want to use the two sided sloped plat- 
form in the center of the area to slide to 
the right onto the small green platform 
far below. You’ll take some damage, if 
you land on it, but just heal yourself. 
Jump onto the stone island with the 


three jade statues. Kill the one living 
statue and find a way to climb onto the 
roof to pick up the Jade Dragon (Secret 
#1). Now return to the ground and walk 
over to the edge facing the start point. 
You’ll notice another ledge far below 
towards the bottom of the platform. 

Drop and grab, then drop and grab 
again to pull up into an area beneath 
the stone island with a green checkered 
floor. Locate the lever near the steps 
and pull it to open the gate on the far 
side of the platform. Run and jump into 
the doorway and then run and jump 
onto the facing green island. Once you 
make it to the next green island, your 
objective is to reach the long set of 
green steps in the distance. Run, jump 
and grab your way over to them and 
climb the steps to the top platform. Now 
jump across to the uneven set of steps 
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and run all the way up them until you 
reach the roof of the gold barred struc- 
ture. Kill the two flying statues when 
they get close. 

Walk over to the edge of the gold 
structure opposite of the unever steps. 
You should see a skinny stone walkway 
connected to the structure. Drop down 
onto it and head all the way to the far 
edge of the walkway. Look down and 
you’ll spot a Mystic Plaque sitting on a 
tiny green island below. Inch all the 
way over to the left of the stone walk- 
way’s edge and run off the edge to land 
on the island. Pick up the Plaque, then 
run and jump your way back over to the 
stone island with the two statues on it. 
From here, make your way all the way 
back up to the gold structure. 

Once you reach it again, walk 
over the far edge directly above the 
entrance to the structure. You’ll need to 
backflip onto the green island near the 
entrance, slide forward and jump then 
grab onto the ledge leading up into the 
entrance. Fun stuff. Save your game. 
Once you manage to get inside, flip the 
switch, then head down the skinny path 
within the structure and you’ll be facing 
the stone island, again. Slide out of the 
doorway and jump onto the island’s 
surface. Kill the living statue and then 
make your way into the small temple 
above the island through the open 
hatch. Pick up the second Mystic 
Plaque inside, then exit the hut and kill 
the next statue. 

Now head back up over to the 
huge stone structure with the large 
intricate door across from the green 
floating staircases that you’ve been 
using. Once you’ve reached the plat- 
form, insert the Plaques inside the wall 
fixtures on either side of the door. Enter 
the small garden within, take out the 
attacking statue, then head to the area 
behind the tree to the right of the 
entrance. You’ll find a small entrance 
there. Climb in and follow the corridor 
down to discover the Stone Dragon 
(Secret #2). Now return to the garden 
and locate the small green boulder on a 
slight incline to the left of the entrance. 
Run and jump over the boulder, then 
race it to the next ledge where there’ll 
be another boulder waiting for you. 
Avoid them both, then position yourself 
for a jump to the floating green island 
in the center of the area (it’s attached 
to the wire and pulley). Ride the wire to 
the lower section of the garden and 
drop onto the bridge in the center. 

Enter the room off of the bridge, kill the 
statues, pull the switch behind them, 
then kill some more of them. 

Next, use the pulley in the small 
room to ride across and grab onto the 
lattice on the opposite wall. Climb all 
the way up and you’ll emerge in a 
green room. Drop out of the opening 
and grab the ledge to shimmy over to 
stable land below. Drop, then find the 




green platform to climb up onto the roof 
of the garden temple. Jump over the 
roof onto those boulder ledges from 
earlier. Make your way back over to the 
center pulley and ride it all the way into 
the new area. 

Notice the water area next to 
where you land with the pulley. Ignore it 
for now and jump back out into the big 
room. Locate the moveable box on outer 
platform. Push and pull it so that you 
can access the level above to pull the 
switch on the pillar. Now return to the 
ground floor and make your over to the 
dividing gap in the floor. Safely make 
your way to the center block all the way 
at the bottom of the gap. Inside the wall 
will be a switch. Pull it, then climb out 
of the gap onto stable ground. Now 
climb back onto the block and get onto 
the higher platform. Climb onto the 
ledge facing the big sea of lava. Now 
run, jump and dive into the gap in the 
lava. You’ll land in knee deep water 
below. Pull the switch on the wall, then 
swim to the deeper section of the room 
and locate the small opening near the 
bottom of one of the walls. Swim 
through and you’ll emerge on the oppo- 
site side of the retracting blade corridor. 
Pull up onto the small ledge above the 
underwater opening and pull the switch 
to stop the blades. Hurry through to the 
hallway above. Now jump back out to 


throwing thugs like nothing else. Collect 
all the goodies off their corpses, then 
prepare to take on all the statues around 
the room. You’ll need to flip all the 
switches in the room in order to get out. 
(Tip: To evade the statues, simply wait 
until they come to life, then run and 
climb back up onto the high ledge to 
shoot them all safely.) Once all the stat- 
ues are dead and the switches are 
flipped, head through the open gate and 
up the stairs. At the top, flip the switch 
to open the big gate, kill the two statues 
and head through into the next room. 
Climb the gold lattice all the way over 
the lava and to the top, then backflip 
twist and grab onto the lattice behind 
you. Climb the new lattice up, then 
repeat the backflip twist to grab onto 
the next lattice. On the last climb, pull 
up onto the sloped surface and backflip 
to the slope opposite, then jump onto 
the stable flat platform between them. 
Avoiding the shooting discs, kill the 
knife-thrower, then pull the box so that 
it blocks the discs and allows you 
access to the pulley above. But before 
you hop on the pulley, run and jump to 
the left side of the stone walls. Make 
your way over towards the far end of the 
‘valley’ to a rock ‘diving board.’ Jump 
across to the opposite side and you 
should land in a small ‘groove’ on the 
hillside, now Face the opposite wall, 


1-2 The switch below will allow you 
to take the plunge! 3-4 Casually run 
off the ledge to grab the Plaque. 


the main room and then jump up to the 
newly opened room above where the 
pulley dropped you off earlier. 

In the new area, face the dark- 
ened doorway. Jump across the room 
and grab onto the lengthwise crevice. 
Shimmy over to the darkened doorway 
and pull up. Flip the switch inside, then 
jump back to safety and enter the newly 
opened room. Slide down through the 
large gap in the middle of the room, flip 
the lever and begin shooting the knife- 


/ ISLAND \ 
HOPPING 

1-2 Drop off the stone island and 
grab to pull into a new area. 

3 Pull the switch in here to pick up 
the last Plaque. 


again. You’ll notice a doorway in the 
side of the rock. Jump through it and 
follow the cave until you emerge on a 
long strip of well-lit dirt leading to the 
Gold Dragon (Secret #3). Fetch and 
head back up to the zipline opening to 
exit the level! 



toast Bartoli’s dragon form is to position 


come back to life and be back to his old 


Lara directly beneath the dragon’s long 


tricks in no time. You can repeat this as 


neck. If you avoid his claws (heal your- 


many times as it takes until you man- 


Lair of the 


self whenever you get close to death) 


age to make it around to his belly. 


and inch around in accord with the 


Once you do, Lara will pull out the 


dragon’s movements, you should have 


Xian Dagger and the dragon will finally 


a clear shot at him while staying out of 


die once and for all. In classic Indiana 


big ornate door to 


Aha! At last you’ll come face to 


his firing range. Find the safe spot 


Jones style, the temple will now begin 


face with the boss, Bartoli himself! But enter the final area. 


beneath him and empty several Uzi 


to crumble! Find the door at the far end 


Once past the door, slide down 
into the large chamber below. Bartoli 


first, you’ll have to use some ammo 
getting there. First off, attempt to en 


rounds into him. He’ll keel over after 
awhile, then immediately run around 


of the room (nearest the center 


pedestal) and start running! Hotfoot it 


lying down on a pedestal in the center 


the room past the jade statue. One of 


his belly and walk straight into the 


out of the temple to 


of the room. Once you get closer to him, 


the statues inside will come to life and 


small red spot on it. If you miss, he’ll 


he’ll begin powering up to transform 


attack you before you can enter. Kill 


into a humongous dragon (look famil- 


him, then enter the room. Inside, find 


iar? Like the one from the opening 
cinema?). His attacks consist of a pow- 
erful flameshot and some rather 
pathetic short jabs at you with his 
claws. You’ll also notice several water- 
filled holes in the ground surrounding 


the switch located on the wall opposite 
the entrance. Pull it and another statue 
will attack you. Kill him, then locate the 
next switch on the side of the entrance 
door. Pull it to make the next couple of 
statues come to life. Kill them and enter 


the center pedestal. Use these if you 


happen to catch on fire from the 
dragon’s lethal breath. There are also 
plenty of large medi-packs and a 
healthy helping of Uzi rounds in the pool 
below for you to use. 

The cheapest and easiest way to 


It’s darker in the next area, and 
on top of that, you’ll be attacked by 
several knife-throwing henchmen 
throughout the large room. Take them 
all out and collect their goodies. One of 
them will drop a Mystic Plaque. Pick it 


Crash Bartoli’s party of one by 
getting near the center pedestal. 


1-3 After you’ve completely massa- 
cred all of Bartoli’s henchmen in the 
darf( room, make sure to further vio- 
late the bodies and pick up the Mystic 
Plaque to open the ornate door. 


Make sure to know the location 
of the nearest watering hole. 


' RLL RECESS ) 
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Uh-huh... you didn’t have this earlier, but no one’s complaining. 


game has probably taken its toll on you 
and your loved ones at this point, so 
read on only if you simply want to 
complete the game for fear of losing 


(NOTE: If you’ve read this far, then 
obviously you’re prepared to completely 
spoil the ending level and cinemas 
within the game. But then again, the 


your sanity.) 


Ancient knives and silk 
nighties... what a combo! 


and enjoy the cinemas! 


One of the best cinemas in the 
game, you’ll have to beat Bartoli to 
view it yourself! 


http: //www. ultragp.com 


1 

137 







nETUJDRH ) 


m 


mi 

'°)i 

dfi 

CONNECTION 


r- LETTERS FROM OUR RERDERS... 


COME BRCK! FRESH FLESH 


WMWell, the holidays 
WW are just about over and 
things are just starting to return to nor- 
mal, or as normal as anything ever is here 
in the Network Connection. 

Once again, we’ve got the best of all the 
letters we’ve received in the last four or five 
weeks. We’ve got them, but we didn’t print them. 
Instead, we’ve printed all the really weird, horrible 
and demented letters we could find, because we 
know that’s what you, the loyal UGP reader, wants. 

Here you’ll find letters that the Postal Service 
wouldn’t deliver until we threatened to cut off their 
supply of Mace and Dr. Scholl’s foot powder. Yes, 
we are that cruel... 

What are you waiting for? Drop us a line. 
After all, you’ve been normal for way too long... 


Hey Frank! Where the hell are you? 
ULTRA Game Players 
Brisbane, CA 

FRRNK>>> I’m still in 
Scotland at the Penny 
Pinching Festival. I’ll be 
back after I squeeze 
another pint of blood 
out of this cent. 


WRONG 

MOVE 


Network Connections 
UL TRR OFtME PLR YERS 
ISO North Hill Drive 
Brisbane, Ca 34005 


I was looking at 
some classic 
copies of your rad 
mag, when I 
noticed something 
disturbing (at least 
something more dis- 
turbing than usual). 
There used to be two 
more dudes on your 
team, Jeff and Patrick by 
name, who mysteriously ‘dis- 
appeared’ right after you 
switched to ULTRA Game Players. 
What happened to them? 
Government conspiracy? Alien 
abduction? The Box? Is this another 
plan by that sicko Bill? If I were the 
new team members, I’d watch out 
for that dude. 

Brooke ‘Paranoid’ Bolander 
Marshall, TX 


0 1 L L > > > Well, Brooke, old 
buddy, old pal, I think if you pick up 
a copy of Next Gen, you’ll see that 
Jeff and Patrick are alive and well. 
Sure, I know a lot of you readers 
think I’m aligned with the Evil Alien 
Army that is hovering beyond 
Uranus, but I’m not. No, I’m merely 
dangerously psychotic, so I’ve just 
dug up the old Atlas and found out 
where Marshall, Texas is and you’re 
right! If I were you, I’d start watch- 
ing out for me, too. Heh, heh, heh... 


I recently stuck my copy of Daytona 
USA into the old Saturn. I was play- 
ing with the ‘inside-the-car’ view, 
and I noticed something that really 
got me mad. Not one to jump to 
conclusions, I whipped out a few 
other games and noticed the same 
flaw! Even when you’re flying along 
at 200 mph, you never see a bug 
splat on your window! In real life, 
even just going 50 mph, those #@$* 
lovebugs get all over your car. Join 
me in my cause to get bug splats in 
videogames! Here I come, Sega! 
Bradley ‘Flying Pig Lard’ Chacos 
Temple Terrace, FL 

R0G6R>>> Well Bradley, I used 
to have the same bug splat fixation 
that you did. But then, I discovered 
games like Die Hard Trilogy, 
Carmageddon and Auto Destruct. 
Take it from me, after you’ve splat- 
tered human beings all over your 
windshield, there’s no going back. 


BUT SERIOUSLY 

I have a couple of seriously serious 
questions for you. Here they are: 

1 . Whatever happened to Ultra 
Descent for N64? 

2. How’s Tomb Raider 64 coming? 

3. Has Square decided to do any- 
thing for the N64 yet? 

Thanks big guys (and Francesca)! 
Justinn Norrgrann 
Lyndonville, VT 

FflflNC€SCR>>> Here’s your 
seriously serious answers, Justinn: 

1. Interplay is waiting to assess the 
profitability of developing cartridge 
format games with the release of 
Ciayfighter. If all goes well, you’ll be 
seeing Ultra Descent. Expect it to 
run on the same type of engine as 
Descent 3. 

2. Sony and Eidos have clearly stat- 
ed that you will never see any game 
with the words Tomb Raider’ on the 


MEET 
THE TERM 


Why is Frank in Scotland? 


It’s my turn to clone the sheep! 



Uh... to get to the other side? 




You mean, he’s not here? 



Mine 

Frank who? 



He’s at lunch. Call back later. 


N64. But this doesn’t mean that 
Eidos can’t develop a game for the 
system using the same mechanics, 
gameplay, and a suspiciously simi- 
lar Lara-done as the main heroine. 
3. As far as we here in the office 
know, Square is still contracted by 
Sony to make four or so more 
games for the PlayStation, exclu- 
sively. And I somehow doubt that 
Square would be interested in mak- 
ing cartridge format games, now 
that they’ve mastered the art of CG 
cinemas on CD. But this could 
change with the future of the 64DD. 
We may have to just wait and see. 
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I CAN 
STILL SEE 
YOUR LIPS 
MOVING, 




Top Left: Here’s Mike and his, 
uh... special friend, writing his 
Network letters. 


Top Right: All kinds of things go 
‘Splat!’ in Carmageddon, but 
what leaves a yellow stain? 


Center: Here’s Frank, up in the 
high heather with his harem... 
wait, we meant flock... really! 


Bottom Left: No, this isn’t the 
car Tim Allen uses in Home 
Improvement, but check out 
that drill! 


Bottom Right: Lara’s in great 
shape for her upcoming adven- 
tures. Hell, she’s in great 
shape, period! 


THE IOERL... 

Wuz up Guys? Don’t make fun of 
me, please. Mike, you are SO fine. 

On issue #102, a girl said Bill was 
cute — yeah, whatever. I’m totally a 
kickball fan and was wondering if 
there ever will be a game about it! I 
wouldn’t count on it though. 

Sara B. Helsel 
Foristell, MO 

MIK£>>> This may cost me 
somewhere else in the issue , but I 
can’t hold back the truth any longer. 
Bill writes those letters to himself 
every issue , just hoping and praying 
that it’ll start a trend and he can 
finally find that perfect young lady. 
Unfortunately, the only result Bill 
has gotten is that pack of winos 
who are currently stalking him. 

FIND THE REHL! 


School sucks. It rained on the first 
day. Lightning hit the ground... 
lightning! And they still think it’s 
safe for the students to go out to 
their busses. Well then, maybe we 
should just jump out into the middle 
of the road and wait for the next big 
wheel while we’re at it! My life is 
hell and nobody really cares. I 
mean, why can’t they love me for 
who I am (sob). Oh well... 

Audra B., The Girl Gamer 
Leesburg, VA 

8 1 L L > > > That’s just not true, 
Audra! If you’re a game player, we 
care about you! Besides, you don’t 
know what real hell is! Real hell is 
when Mike writes his ‘girl crush’ 
letters for Network. He sits at his 


HERDER RRT OF 
THE MONTH! 


desk, holding a Barbie doll and say- 
ing stuff like ‘Mike, you are SO fine!’ 
in a high, squeaky voice. The worst 
part is when he starts kissing 
Barbie and then he takes the doll 
out for lunch at McDonalds. Believe 
me, that’s pure hell! 


currently has no plans to bring 
Nuclear Strike to the Saturn. Chalk 
it up to the Third Party Plague that’s 
afflicting the Saturn at the moment. 
The good news is that Mass 
Destruction for Saturn should be in 
stores by the time you read this. As 
for Sega’s new Dural System, early 
speculation had the system coming 
out by Christmas ‘98, but lately 
we’ve been hearing that the system 
may not be out until Christmas ‘99! 
So tighten your belts, Sega fans, 
looks like there’s going to be a long 
famine before the feast. 


R0GGR>>> Ah! One of the 
few, the proud, and the 
rapidly dying off — 

Saturn fan. But to 
answer your 
questions, 

Dave, EA 


STRY HUNGRY! 


Hey, I just want to say that I love 
reading your magazine. Thanks for 
doing a great job. I have three ques- 
tions for you: 

1 . Are they going to make Nuclear 
Strike for the Sega Saturn? 

2. Do you know when the new Sega 
system is coming out and how 
much will it cost? 

3. When is Mass Destruction coming 
out for the Saturn? 

Keep up the good work. 

Dave Moore 
Carollton, OH 


ARE 


We usually have a way cool picture 
drawn by one of our readers in 
here, but we didn’t get one this 
month. What’s the deal? Doesn’t 
anyone want 15 minutes of fame 
anymore? Has everyone forgotten 
that crayons aren’t just to eat 
anymore? Send us your art! We’ll 
print it and then you can say, with 
the usual mixture of shame and 
regret — ‘Hey, my picture was in 
ULTRA Game Players! Why are you 
all laughing at me? Stop it! Stop it, 
damn you!!!’ Cool, huh? Send in 
your artwork today, care of 
Readers Network/Reader Art 
150 North Hill Drive, 
Brisbane, Ca. 94005 


http: //lovow.ultragp.com 




RSK THE 
INDUSTRY 

This month, we received 
more straight-out 
complaints and comments 
on companies/systems, 
rather than questions for 
the Ask the Industry 
section. In an effort to let 
our readers voice their 
personal opinions to 
companies, we’ll continue 
to print such letters. 
Terrence Young’s letter in 
no way reflects UGP’s 
opinions, but once again, 
we know that there are 
others out there who may 
share his viewpoint. Send 
any comments or questions 
to us, c/o Ask the Industry. 

Dear Sega, 

You make legendary 
games, but when you bring 
them home, they become 
time-wasters. There’s no 
depth. Manx 77 is one of 
the hottest arcade games 
out there, but when you 
brought it home, it only had 
two tracks. That’s not 
enough for $50. Die Hard 
Arcade was another arcade 
hit. When it came home, 
experienced gamers like 
myself could beat it in less 
than 20 minutes. People 
want games that last a 
long time and have replay 
value. Nights and Virtua 
Cop 2 were games that I 
bought and two hours later, 
they were over. You need to 
talk to your developers and 
tell them to add depth and 
replay value to the games. 

Please stop spending 
so much time on [your 
upcoming system]. You 
may think it’s good now, 
but that’s the main reason 
why it may backfire! 

Saturn owners and Sega 
arcade players don’t want 
to spend $200+ on a new 
system. Stick with the RAM 
cartridge! Make the RAM 
cartridge developer-friend- 
ly so that companies will 
want to make games 
[utilizing] it. I’ve heard of 
companies, like Enix and 
Capcom, interested in 
making games using the 
RAM cartridge. Maybe that 
would save the Saturn. 

Terence Young, 

Euclid, OH 



BUTT PLUMBER 

Francesca, do you know when 
Street Fighter 3 is coming out? And 
do you know what system it will be 
for? Can you also tell me if you can 
be Princess, Luigi, and naked 
Mario? If you do, can you please tell 
me the codes! 

MASE 

Pottstown, PA 

FflflNCeSCR>>> There hasn’t 
been any word from Capcom 
regarding a release date for SF3, 
yet. But they have confirmed that 
they will be developing games for 
the N64, so if and when the game 
does come out, expect to see it 
emerge on all systems. As for Super 
Mario 64 and its ‘revealing’ fea- 
tures... well, I’m not sure why any- 
one would want to get Mario out of 
his overalls, since that’s the kind of 


stuff that causes permanent blind- 
ness. But as far as I know, there are 
no codes in existence for a birth- 
day-suited Mario, or to play as the 
Princess or Luigi. At least, let’s hope 
that there’s none for the former. 


TOO YOUNC? 

I was wondering if there was any 
kind of school or book(s) that can 
teach people how to begin creating 
games? I figure once I learn I can 
make demos or shareware of any 
games I make put them on the web 
to see how people like them. Finally, 
I’d like to know if I’m good enough 
to start my own company. First, I 
have to learn. Where can I learn at 
twelve years old? 

Richard Stickney 
Saco, ME 


MIK€>>> / admire your ambi- 
tion, but making videogames isn’t 
all that easy. First, you have to learn 
complex programming, which will 
take at least four years of school- 
ing. Next, you have to be an accom- 
plished artist, able to utilize intense 
computer programs for 3D modeling 
and animation. Lastly, you’ll need 
have a grasp of game design and a 
feeling for what makes a game 
good. My advice is to start reading 
up on all these at the library and be 
patient. Eventually you’ll be able to 
put your knowledge to work, but it’s 
going to take some time. 


SWEET MRMR! 


I have a question. When you walk 
outside (which is probably rare), do 
a bunch of Moms swarm and call 
you a lazy, beer drinking bum? 
Patrick ‘Anonymous 
Yogurt Boy’ Potts 
Water Valley, KY 

01 L L>>> Hey, Yogurt Boy, you 
almost got it right. Actually, I do go 
outside quite often, since that’s the 
only way I know to get to the truck 
and go home, let alone get to the 
beer store. And there really isn’t a 
whole ‘swarm’ of Moms there, just 
one. Yours. Uh... I think she’s got a 
crush on me... 


WORK IN’ MRN! 

Roger! The Grand Master is 
disgraced. He requests that you 
return to Hemolophlyac. Don’t be 
afraid to admit it. We will erase the 



T he game that seems to 
be the rage all around 
the office nowadays is 
Extreme G, where the player 
gets a high powered motorcy- 
cle, loaded with weapons, 
and dukes it out on a road 
course that resembles a 
roller coaster more than a 
freeway. The rush of dropping 
down a 500 foot tall hill while 
firing off a salvo of missiles 
can be totally exhilarating. I 
ought to know, because I’d 
done that years ago. 

Back when I lived in 
Jamestown, NY, I used to 
hang out with a cool bunch of 
kids. There was Itoiggy and 
Mario (who always used to 


r one of those old leather 
WWI flying helmets) and Little 
Jeff and Big Jeff. We all lived 
on Crescent Street, which 
was a fairly steep hill that 
emptied into a busy street. I 
almost forgot to mention that 
Crescent Street wasn’t paved, 
it was cobbled. In other 
words, the street was made 
of red bricks. Keep this in 
mind, OK? 

Anyway, one evening 
Big Jeff showed up at my 
house with a brand new bike. 
Since I was pretty much the 
Test Pilot In Charge Of New 
Bikes, I conned Jeff into let- 
ting me ride this brand new, 
never been crashed before, 
shiny bike on a dreaded 
Speed Run down the Crescent 
Street hill. 

‘No problem, Jeff’, I 
assured him. *11115 run will be 
a piece of cake. Give me the 
starting signal!’ Big Jeff 
yelled ‘Go!’ and I started ped- 


dling like a mad fiend down 
the street. In seconds i had 
exceeded the gear ratio, so I 
was actually coasting, but 
still accelerating. Tears slid 
back along my cheeks as the 
bike approached the small kid 
version of light speed. 

About halfway down 
the hill, I realized it was time 
for one of my trademark 
‘Longest Skidmaric In The 
History Of Rubber’ stops, so 
with a big grin on my face, I 
slammed my foot backward 
on the pedal. And absolutely 
nothing happened... 

Evidently, the brand 
new brakes on the brand new 
bike had never been connect- 
ed, so I was now riding a 
still-accelerating death ship. 

With my usual, cool, 
Test Pilot demeanor, I thought 
‘Hey, what the... I’M GONNA 
DIE!!!’ And then my keen, ana- 
lytical brain took over. I 
noticed that the last tele- 


phone pole before the inter- 
section was rapidly 
approaching. ‘If I can just hit 
that pole', I reasoned, ‘I will 
stop.’ So I gritted my teeth, 
aimed straight for the pole 
and missed it by about six 
inches. I shot off the curb and 
onto the cobbled nightmare 
that was Crescent Street. 

Things had now gone 
from bad to worse. Not only 
was I still speeding up, but 
the cobbled surface was rat- 
tling my brain inside my skull 
like the ball in a whistle. 

The last thing I remem- 
ber seeing before being 
thrown from the bike was this 
family who used to sit on 
their porch every evening. All 
of their mouths were wide 
open, as I recall. 

Later, covered in 
Mercurochrome, I vowed to 
never miss another telephone 
pole again. I hope Extreme G 
has a few in there... 
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A DRINK!!! 


BLESS 
YOU, AW 
CHILD 


JHOED GHMER... 

The Jaded Gamer would like to take 
a moment to thank Matt Lutynski, of 
the U.S Rir Force, far sending him the 
ten liters of German, uh... ‘jet fuel’. It went 
dawn great. Matt! Don’t forget to send me an 
F-IS next, OK? 


http: //ujum. ultraqp.com 


Top Left: Here’s UGP’s newest 
Princess Maker action figures! 
Check out ‘Mother Teresa Fran’ and 
‘Mardi Gras Binge Drinker Fran’. 


Top Right: Wow, look, it’s another 
Star Wars game. Don’t they know 
these damn things are cursed? 


Center: Hey, wait a minute. There’s 
no telephone poles in Extreme G! 
How the hell is Bill supposed to 
stop, anyway? 


Bottom Left: Hey, R.J., MDK is 
worth its 9.2 rating, so shut up! 


Bottom Right: The Evil Antler God 
shows his amazing powers of levi- 
tation. Pretty scary, huh, gang? 


memories of all who know. 

P.S. Have you enslaved the 
four magazine writers? Make sure 
you disembowel the ‘Evil Antler God’ 
and the fish. 

Gozlac 

Toms River, NJ 

R0G6R>>> Man! Demands, 
demands, demands! ‘Clean the 
house! Take out the garbage! 
Massage my feet! Yadda yadda 
yadda... ‘ As if I don’t have enough 
demands on me, I now have to 
enslave and disembowel? With all 
my chores and these evil deeds to 
perform, just exactly when am I 
supposed to play games? 

NOT SO SWEET 

Francesca, how are you? Well, let’s 
get to the point. My friends and I 
have gotten together to think of a 
question to ask you. We can’t tell 
you how many years that took, but 
we wanted to know how it is work- 
ing in an office with sweaty men. 
Someone told me that Mike smells 
like a sweaty old fart. Is that true? 
The Five Dollar Kid 
St. Martinville, LA 

FRRNCeSCR>>> I’m going to 
have to claim the Fifth Amendment 
with this question, ‘Kid.’ Since I’m 
still the newest member of the team 
and I rely on this gig to pay my 
bills, I’d rather not point any fin- 
gers, lest I end up as the towel girl 
out on the UGP basketball courts 
during lunchtime, begging for 
codes. If you want to find the ‘real’ 
answer, check the Ask the Industry 
section of issue #102. Mike was 
never able to live those down, if you 
ask me. 


RSK THE BIG 
BOYS! 

Do you have something to 
say about a particular 
game company? Say it to 
their face! Write up your 
question and send it to the 
usual address, c/o Rsk 
The Industry. 


THE DON 


R-E-S-P-E-C-T 


I have got a lot of respect for you 
guys, but something is seriously 
bothering me. Why is it that every 
time a decent game for the Saturn 
or the PC comes out, you always 
give it a ridiculously high rating? 
Examples for the PC are X-Wing vs. 
Tie Fighter (9.1) and MDK (9.2). For 
the Saturn, Princess Maker 2 (9.0). 
This is especially odd to me, 
because the PC and Saturn are the 
two most struggling gaming sys- 
tems of the new generation era. It 
seems as if you guys were trying to 
help the struggling consoles. 

R.J. Gibson 
Cleveland, OH 


HIKG>>> We rate games 
according to how they play, not 
what system they’re on. All of the 
games mentioned are great games, 
no matter which system plays host. 
And don’t feel to sorry for the 
‘struggling’ PC, which actually 
has more gamers than all of 
the other systems 
combined. 




When I’m not building statues of Bill 
out of cheese or sending jury duty 
stuff to him in the mail, I’m taking 
unauthorized photos of him! When I 
compared Bill’s photos to my unau- 
thorized Jimmy Johnson photos, 
they’re exactly the same! That’s 
right, Bill and Jimmy Johnson are 
the same person! 

‘That Guy Who Lives Next Door’ 
Ithaca, NY 


0ILL>>> Guy, I live in 
Richmond, Ca, while old JJ lives 
somewhere near Miami, FI, I think. 
Since you live in Ithica, that guy 
you’ve been taking all the pictures 
of is probably Tony ‘Paparazzi 
Basher’ Calzone. You don’t own a 
horse, do you? Just 
wondering... 


> 


CHME 
IDE HE! 


Send in your ideas to Game 
Ideas, c/o ULTRA Game Players, 
150 North Hill Drive, Brisbane, 
CA. 94005. 

My game idea is called Dark. 
You sit in bed, dodging scary 
monsters while trying to get to 
the bathroom. If you don’t make 
it, well, let’s just say the mice 
have a new swimming pool. 
David Barber 
Fenton, Ml 

BILL: Gee, David, it’s no wonder 
no one ever invites you to stay 
overnight... Uh... the mice? 


DESSERT! 


My game is called Jimmy and 
the Jell-0 Factory. You play a 
lonesome Jell-0 factory worker 
whose job is to put the Jell-o 
into the box. You must steal 
your evil twin’s (Timmy) job, 
placing the jiggle into the Jell-0. 
He does this by recruiting girls 
over the age of 18 and doing 
‘stuff’ with them in giant vats of 
molten Jell-0. You win by steal- 
ing your twin’s job and living in 
the bliss that is young females 
and Gelatin. 

James ’Jimmy’ Creighton 
Aquebogue, NY 

BILL: Ah! Young women and 
gelatin. It’s all coming back to 
me now! Jimmy, you da Man! 

My game idea is called Fried 
Green Toe Cheese. We've all had 
the occasional tingle between 
the toes, but your character’s 
feet aren’t being invaded by the 
normal, angry germs of athletes 
foot. The hero becomes the bat- 
tie field for a war of metric pro- 
portions. The germs of the left 
foot decide that the germs on 
the right foot have disrespected 
them, and thus, must go to war 
with each other and cause 
major pain and irritation for our 
champion. The catch is that our 
fungal infested friend lives next 
door to a TINACTIN retail outlet, 
but has always thought it was 
an actors guild for people who 
always wanted to play the Tin 
Man in The Wizard Of Oz. 
SUPER-ROB 
via E-mail 

BILL: Hey, folks, let’s hear it for 
Super Rob! Not only can he 
think up really disgusting game 
ideas, but he’s also one of the 
few people I know whose feet 
give off enough light to read by. 

I feel real sorry for anyone who 
has to use the same shower he 
does, though... 


SO CREEOY! 

I have a few questions for you. What 
are you expecting from the PSX2 in 
terms of hardware and its future? 
How much do you expect it to cost 
when it is first released? I have 
read that there has been no sign of 
Tekken 3 for the PSX at any of the 
recent game shows. Does this mean 
that Namco is not bringing it out, or 
does it merely mean that they are 
having trouble converting it? Thanks 
a lot. 

Ryan Sallee 
(Via E-Mail) 

R0GGR>>3 What’s a matter with 
all of you PlayStation fans? I can 
understand all the Sega fans being 
antsy for a new system because of 
the rapidly depleting supply of 
games for the Saturn, but the 
PlayStation is in its prime, for pete’s 
sake! Still, when PSX2 makes its 
debut, I expect it to leap ahead of 
whatever is the standard of the 


time for about $200 to $300 to 
start. You can talk 128-bit and DVD 
all you want, but it’s all speculation. 
Sony is going to milk the current 
PlayStation for all it’s worth, so 
don’t be surprised if the PlayStation 
is the last machine to be replaced. 
As for Tekken 3, it’s in the works 
and apparently is going to be a 
superb translation of the arcade 
game. The closest release date we 
can get out of Namco is sometime 
in 1998 and they refuse to confirm 
or deny a pack-in hardware 
upgrade for the game. 

WE BLEW IT! 

I bought issue #101 at the store to 
try your magazine out. I was read- 
ing the All Access page, and I 
noticed your Shadows of the Empire 
code. I have Nintendo 64, along with 
Shadows of the Empire. I know all 
of the codes out for it and the Jabla 
code. You said that you get all of the 


weapons at maximum power, but 
that’s not true! All it does is charge 
your weapons when you get them. 
Matthew Shumaker 
Columbus, OH 

FRANCGSCA>>> Thanks for 
catching that mistake, Matthew. I 
had realized it myself a few days 
after the issue was in print, but 
once that’s done, there’s nothing we 
can do to recall it, except print 
something in the following issue. 
And, you’re right. The code only 
powers up weapons that you 
already have during the ‘Doom-like’ 
levels of the game. Sorry to anyone 
that didn’t catch that miswording 
and got frustrated trying to enter in 
the code with false hopes. 


OOH BF1 BY!!! 

Did Eidos try to make Tomb Raider a 
porno? Laura has cone-shaped 
breasts, you get to see Natla’s 
cleavage, and Laura lets out noises 
of pleasure when she dies. Is there 
a Tomb Raider website where you 
can play the game with a buck 
naked Laura? Thanks for answering 
my questions. You guys are cool! 
Ryan Heath 
Cicero, IN 

MIK£>> What kind of name is 
Tomb Raider for a porno? If they 
were making a porno version of 
Lara’s adventures, they would call it 
something like Womb Raider, Lara’s 
Lovers, Polygonal Pleasure, or Lara 
Does Latvia. I have heard rumors of 
a buck naked Lara on a certain 
website, however, my high moral 
standards won’t allow me to pass 
out the web address of the nud- 
eraider site (Dohl). 



THE FHN SITE OF THE MONTH 


http : //nth . simp tenet . com/zelda/ 


Still waiting for Zelda 64 
to show up in your nearby 
videogame store? Well, 
while you’re twiddling 
your thumbs, you’ll defi- 
nitely want to check out 
Zelda Headquarters. Not 
only can you relive all of 
your past Zelda glories, 
you can also keep up to 


date on all the latest 
news, merchandise, and 
screenshots on the 
upcoming 64-bit title. The 
site also includes reviews, 
tricks, and soundtracks 
for the 8-bit and 16-bit 
incarnations of the series, 
as well as related infor- 
mation and paraphernalia 




that no hardcore Link or 
Zelda fan should be with- 
out. As a comprehensive, 
single series-dedicated 
website, Zelda 
Headquarters takes the 
cake on detail, mainte- 
nance and information. 


1 . Zelda Headquarters every- 
thing, from editorials to rant 
columns. 

2. Zelda 64 fans need look no 
further for information. 

3. Colorful maps and art illus- 
trate game news nicely. 

4. Numerous files await the 
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UH... RIGHT... 

Oh Bill, I think it’s about time you 
knew. I never read the rest of this 
magazine. I always get the mag in 
the mail and flip to the back to see 
you. I usually don’t give a rat’s butt 
about videogames. I buy this mag to 
see your beautifulness, Bill. We 
were meant for each other. We have 
so much in common. We both love 
cheese, I love you and you love you, 
and all that good stuff. I love you! 
You are king! No one else matters! 

P.S. When I do play 
videogames, I have to light up the 
Bill Beer shrine. It brings luck. 

Erin 0. 

Th>y, NY 

8ILL>>> OK, now before I get 
around to answering this really 
nice, but somewhat weird, letter 
(like I get any other kind), I’d like 
to explain a few things. First of 
all, I don’t write these things to 
myself. They come in the mail 
and, after they’re searched for 
explosives and money, I read 
them. Yes, I also keep all the 
money and explosives. Secondly, 
Mike’s in really big trouble for 
what he wrote earlier, so no, he 
can’t come out and play. Got 
that? Good. Now let’s answer 
this letter. 

Gee, Erin, that’s nice. I’m really 
glad that you know that I love me. 
After all, that’s the really important 
part, right? However, there is a 
slight problem with the Bill Beer 
Shrine. According to my books, you 
haven’t paid your $500 Beer Shrine 
Fee. Get that money sent in quick, 
Erin, or I’ll have to start spreading 
those rumors about you and that 
wheel of Gouda! 


RNYONE THERE? 

Hey Frank, are you back yet? We’re 
getting a little concerned. 

ULTRA Game Players 
Brisbane, CA 

FRfiNK>>> No, I’m still here in 
Scotland. I was gonna come back 
yesterday, but then the Haggis 
Famine ended and we’re all up to 
our ears in a delicious stew of 
barley and bits of sheep lung. I’ll 
be back soon... (Burp!) 


OLD DERG EYE... 

Bill, you look like a disgruntled 
postman. Have you ever shot at a 
crowd of people before? 

Jesse Muniz 
Montgomery, NY 

8 1 L L > > > Well, Jesse, lemme 
tell ya, I once tried to take the 
Civil Service test for the highly 
honored position of Mail Carrier 
with the highly vaunted U.S. 
Postal Service. While I did 
really good on the ‘I’m On 
A Break’ part and the 
‘No, Really, Your 
Magazine Was All 
Ripped Up Before 
We Got It!’ 


section, I wasn't quite able to get 
a passing score on the 7 Hate You 
All! Take That And That!’ part of 
the test. Evidently, I was taking a 
bit too much time to aim and was 
missing too many Innocent 
Bystanders and Small Children. 
But don’t worry, Jesse! After I 
retire from UGP, I’m seriously 
thinking of taking the test again! 

R SPECIRL NOTE 

Just in case you haven’t noticed, 
our Fearless Leader, Frank, has been 
on a necessary hiatus in Scotland. 
We hope he gets back soon, ( cuz 
otherwise we don’t have anyone to 
blame the fire on. It was just a 
small fire, but it was all Frank’s 
fault. Really... trust us on this one... 
Way to go, Frank! 


SURFED RNY 
GOOD WEBSITES 
LRTELY? 

Drop us an e-mail with the 
URL. If we feel that it goes 
above and beyond the call of 
duty , we’ll feature the page in a 
future issue! 


GRME IOERS... 


Top Left: Open the door for your 
Mystery Date! Ooops... sorry... 
didn’t mean to scare you... 


Top Right: Yet another one of the 
cursed movie’s scions! 


Center: Relax, Ryan! Tekken 3 will 


Bottom Left: Lara proves that 
she’s just one of the guys. 


Bottom Right: Here’s a picture of 
moldy feet. We would have print- 
ed it anyway, even if we hadn’t 
run the game idea, because we 
care about you! 


That’s right , gang ; the Came Ideas 
column is back! We’re still trying to fig- 
ure out what we can give to the winners , 
though. Hey , haw about a nice B X 10 glossy 
autographed picture of Bill? Rnd second 
prise could be two of the damn things... 
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elcome to this special 
m'k'M edition of Sportsline, 

where I take a look at the 
year in sports. First off, I 
have a couple of pages 
updating you on the progress of 
titles coming soon, then I break 
down the best games in each 
sport. Finally, I give an analysis of 
which system is the best for 
sports gamers. 

Look at this as the bible for 
sports gamers. You’ll find out 
which games are the best and 
which system is the best for you. 

The basketball awards couldn’t be 
given out, since only one of the 
games is done. However, I do 
give predictions on what to 
expect in the year to come for all 
systems and sports. Enjoy this 
collection of goodies, the 
holidays, and a winter full of 
sporting joy (Go Vikesl). 
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DATE. December 


The improved polygon players look better than Gameday 
something I didn’t think was possible. 


MSalmon@gamsplayers.com 
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Throw into tight coverage and the defense 
can now make a pick and turn it back the 
other way. 



uestion: How do you improve on the best football 
game on earth? Don’t ask me, I just write about the 
damn games, but Sony Interactive Studios has 
found a way. 

Using the prolific 3D engine of Gameday ‘98, the 
developers meticulously texture-mapped every single 
division I college football team onto polygonal models that look 
even better than Gameday. Oh, but they didn’t stop there. The 
one flaw in Gameday ‘98 was that intercepting the ball was like 
trying to get a nickel from a Scot (or Frank — same thing). In 
Gamebreaker, good coverage and timing is rewarded with a 
pick. Poor judgement by the QB is punished the same way. This 
makes a huge difference in how the game plays and 
gives us a hint of what’s to come in next year’s 
Gameday. But that’s not all — Gamebreaker also boasts 
of three different playbooks, over a dozen formations, 
and a play editor. Put all this together with the season 
awards, stat-tracking, fast play, and incredible Al and 
you have the best college football game around. 

The game still wasn’t finished by press time, but I 
feel confident enough to say that anyone who likes 

football, college or pro, 
will absolutely love 
playing Gamebreaker. 


Every division I team got the 
complete treatment, from depth 
charts, to stadiums, 
to the logo on the side of 
the helmet 


The season awards and rank- 
ings give each game meaning 
in college football. 
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It’s better, but is that enough? 
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SYS. PlayStation 
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PUB. Electronic Arts 
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DEV. EA Canada 
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ell, last year I gave NBA Live ‘97a 
good kicking for being seriously 
flawed. You wouldn’t believe the 
mail I got in saying I was crazy. 
Maybe I have lost my mind. Maybe 
I’m the only one who wants a basketball 
game that plays like basketball. Enough ranting 
and on with the final word on Live ‘98. 

First off, the developers have 
improved this game immensely with a new con- 
trol system, more animations, 
smoother graphics, and much 
faster play. With direct passing, 
direct dunking, and cross- 
over dribbles, EA has 
returned the game to the 
player’s hands. With this 
new arsenal of moves 
comes some of the best 
animation I’ve seen. 

However impressive all 
of this is, there are still huge 
errors which cannot be over- 
looked. The first and most 
glaring flaw is the turbo hand 
check (closer to a hockey check) 
which is the best way to play D in Live. 

By timing a run into the ball-handler, yoi 
shove him to the ground and get the ball, 80% 
of the time without a foul, and that’s on simula- 
tion mode with fouls turned all the way up. This 



type of game- 
I is just not 
acceptable. 

Another seldom-used 



1-3 With some impressive new animation, Live gets some great dunks down. 4 The 
flying players have become the norm in the Live series and it’s getting very tiring. 


NBA trick is to shove the ball-handler out of 
bounds or across half-court to 
force a turnover. Even if you can 
resist these cheap methods of 
play, the computer players on 
your team can’t resist mixing it 
up. Here I am trying to play good 
D and one of my computer team- 
mates decides to shove a player 
into the bleachers. That foul puts 
the other team in the bonus and ( 
gives them two free-throws, 
which then win the game. 

Despite my ranting over some 
of the crucial flaws in Live ‘98, 
the complete package is far 
superior to last year. It’s just that 
EA has had these same errors for 
five years and has yet to fix 
them. Overall, Live ‘98 is a great 
HOCKEY engine that is ruined by 
those pesky basketball players 
and rules. ^ 


What sucks is when you run 
a perfect set to get Mully a 
mid-range jump-shot and 
he consistently misses. 



The direct passing was 
stolen from Sony, but it is 
very useful in b-ball games. 



Big slow guys like Luc 
Longley can actually catch 
up to speedy point guards. 
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FOOTBALL 


NBA IN THE ZONE ‘98 - Last ^ 
year’s ITZ 2 was the best arcade 
V b-ball game around. With ‘98, the 
\ developers plan on putting in 
\ even more simulation. 


Z-AXIS NBA GAME - The game \ 
doesn’t have a name or a 
L publisher, but the early 
\ version I played had plenty 
\ of game. 


GAMEDAY ‘99 - After 
Gameday, the mind boggles 
V thinking of what Sony is 
\ going to pull out of its hat 
\ next season. 


GAMEDAY ‘98 - PlayStation: Sony created the 
first polygonal football game and made it 
play like nothing else. Congrats to the devel- 
opers, and to the consumers who are reaping 
the rewards of this finely crafted game. 

World Series Baseball ‘98 Saturn: The 
Saturn may be lacking in quite a few areas, 
but there is no baseball game anywhere that 
can even compete with the magical WSB ‘98. 


NHL ‘98 - PlayStation: EA finally came 
through with a game that lived up to the com- 
pany’s storied reputation. The fast, fluid 
gameplay just edged out NHL Face Off ‘98. 
International Superstar Soccer 64 N64: Fans 
with an N64 certainly don’t have much to 
cheer about, but ISS 64 is one helluva game. 

If other sports games on the N64 had half this 
much game, then the N64 would be set. 


LINKS LS PC: With the course add-on discs, 
Links continues to live on. The accuracy of 
spin, roll, and wind make this the best golf 
slm around. 

NBA ‘98 PlayStation: No awards could 

be given out for the hoops genre, because 
none of the games are done yet. However, I 
am certain that the best hoops game will be 
on the PlayStation. 


GOLF 


COMING 


SOON! 


BASKETBALL 


he following pages I pre- 
sent a look at the games 
j that made ‘97 a great 

i year in sports gaming, 

then I take a look at each 
of the four major systems to 
see what the present and future holds' 
If you have the luxury of owning every 
system, as I do, then finding the best 
game is as simple as looking at the 
award winners on this page, but if you 
only have access to oneor two sys- 
tems, then the individual system 
breakdowns should clue you in on 
whaf games to get 
and which to miss. 


NBA SHOOT OUT 98- If the 
early returns are any indica- 
tion, this title could elevate 
the entire genre to a new 
level of excellence. 


The Best 


Hcrion In ‘97 HnD UIhrt 
T o Look For In Terrs To Core 


I Z'l 






CHIPS&BITSinc. 

POB 234 DEPT 10968 ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


ja$ uat 


300 and * 


www.cdmag.com/chips.html 
or call 1-800-600-4263 

Source Code 10968 


VIDEO GAMES: PLAYSTATION 


Title Release Price 

ASCII Sphere 360 NOW $69 
Ace Combat 2 NOW S44 
Adidas Power Socer 2 NOW S46 


Alundra 
Ascii Grip V 
Batman & Robin 
Beyond the Beyond 
Breath of Fire 3 
Bugrider’s 
Bushido Blade 
C & C Red Alert 
Caesar's Palace 
Castlevania 
Clayfighter 3 
Clock Tower 
Colony Wars 


12/97 $48 
NOW S29 
01/98 $44 
NOW $39 
01/98 $44 
NOW $46 
NOW $39 
NOW $48 
NOW $46 
NOW $48 
01/98 $46 
NOW $44 
NOW $46 


Command & Conquer NOW $46 
Cool Boarders 2 NOW $42 
Courier Crisis NOW $46 
Croc NOW $46 

Crusader:No Remorse NOW $46 
Dark Forces NOW $39 

Darkstalkers 3 NOW $52 
Death Trap Dungeon NOW $46 
Destruction Derby 2 NOW $46 
Disc World 2 NOW $46 
Duke Nukem NOW $44 
Dynasty Warriors NOW $46 


Title Release Price 

Earthworm Jim 3 02/98 $52 

Elric NOW $49 

FIFA Soccer 98 NOW $46 

Fade to Black NOW $39 

Felony 1179 NOW $44 

Fighting Force NOW $46 

Final Fantasy Tactics 01/98 $56 

Final Fantasy VII NOW $59 

Formula 1 WC 97 NOW $46 

Freak'n Fast NOW $46 

Frogger NOW $50 

G Police NOW $44 

GAMERA NOW $49 

GEX 2 01/98 $46 

Game Shark NOW $46 

Ghost in the Shell NOW $46 

Golden Nugget NOW $44 

Grand Theft Auto NOW $51 

Here's Adventures NOW $40 

Jet Moto 2 NOW $42 

Kings Field 2 NOW $36 

Legacy of Kain NOW $49 

Lost World NOW $44 

MDK NOW $46 

MLB Penant Race 98 NOW $39 

Mace: The Dark Age 01/98 $44 

Madden FB 98 NOW $44 

Marvel Super Heroes NOW $42 


Moto Racer GP 
NASCAR 98 
NBA Jam '98 


Ogre Battle 
PGA Tour '98 
Parasite Eve 
Rampage World T 
Ray Storm 
Rebel Assault 2 


VIDEO GAMES: SATURN 


$51 

Steel Reign 

NOW 

$42 

S49 

Street Fighter EX 

NOW 

$44 

$49 

Suikoden 2 

12/97 

$46 

$39 

Tactics Ogre 

12/97 

$46 

$46 

Tecmo Deception 

NOW 

$49 

$44 

The Glove 

NOW 

$68 

$46 

Thoroughbred Derby 

NOW 

$49 

$44 

Thunder Truck Rally 

NOW 

$46 

$49 

Thunderstrike 

NOW 

$52 

$39 

Time Commando 

NOW 

$49 

$44 

Time Crisis 

NOW 

$52 

$46 

Tobal No. 1 

NOW 

$50 

$50 

Toh Shin Den 3 

NOW 

$46 

$46 

Tokyo Highway Battle 

NOW 

$34 

$69 

Tomb Raider 2 

NOW 

$49 

$46 

Total Eclipse 

NOW 

$29 

$44 

Track & Field 2 

NOW 

$36 

$44 

Treasures of the Deep NOW 

$44 

$52 

Triple Play 98 

NOW 

$46 

$46 

Twisted Metal 2 

NOW 

$44 

$46 

Uprising 

04/98 

$50 

$52 

VMX Racing 

NOW 

$46 

$52 

Vandal Hearts 

NOW 

$46 

$36 

Viper 

NOW 

$48 

$45 

Virtual Pool 

NOW 

$46 

$42 

WWF Wrestling 3D 

01/98 

$50 

$46 

Wild Arms 

NOW 

542 

$49 

Xevious 3D 

NOW 

$39 


4x4 Gears & Guts 
Albert Odyssey 
Alien vs Predator 
Area 51 
Barb Wire 
Battlestations 
Blazing Heroes 
Bomberman 


NOW $51 
NOW $52 
01/98 $52 
NOW $49 
NOW $52 
NOW $46 
NOW $26 
NOW $52 


Clockwork Knight 2 NOW $22 
Command & Conquer NOW $52 
Contra:Legacy of War NOW $39 
Courier Crisis NOW $46 
Croc NOW $49 

Darklight Conflict NOW $44 


Darkstalkers 3 
Diablo 

Dragon Force 
DragonHeart 
Duke Nukem 3D 
FIFA Soccer 98 
Fighters Megamix 
Fighting Vipers 
Game Shark 
Guardian Heroes 
Here's Adventures 
Hexen 
Ironman/XO 
Legend of Oasis 


NOW $49 
NOW $54 
NOW $48 
NOW $39 
NOW $44 
12/97 $46 
NOW $52 
NOW $29 
NOW $46 
NOW $22 
NOW $42 
NOW $49 
NOW $44 
NOW $34 


Lunacy NOW $52 

Lunar Directors Cut 12/97 $46 
Madden FB 98 NOW $46 
Mage Knight Rayearthl 2/97 $52 
Marvel Super Heroes NOW $42 


Mega Man X4 
NBA Action '98 
NBA Live '98 
NHL Breakaway '98 
NHL Hockey '98 
Nascar 98 
PTO 2 

Panzer Dragon Saga 03/98 $49 
Racers Megamix 02/98 $49 


NOW $38 
NOW $49 
NOW $44 
NOW $44 
NOW $46 
NOW $46 
NOW $52 


Resident Evil NOW $44 
Romance 3 Kingdm 4 NOW $39 
Sega Ages 
Sentinel Returns 
Space Hulk 
Spider 
Ten Pin Alley 
Tomb Raider 
VMX Racing 
Virtua Fighter 3 
WWF Wrestling 3D 
Wing Arms 
World Series BBall 98 NOW $46 
Worldwide Soccer '98 NOW $44 


NOW $40 
03/98 $49 
NOW $36 
NOW $52 
NOW $44 
NOW $50 
NOW $46 
02/98 $54 
01/98 $50 
NOW $29 


VIDEO GAMES: SNES 


VIDEO GAMES: GENESIS 


Collge Footbll USA 97 NOW $49 NHL Hockey '98 NOW $52 

Demolition Man NOW $19 Revolution X NOW $19 

Donkey Kong Cntry 3 NOW S64 Secret of Evermore NOW $46 

Harvest Moon NOW $56 Secret of Mana NOW $62 

Killer Instinct NOW $19 Super Mario NOW $59 

Lost Vikinas 2 NOW $44 Super Mario Kart NOW $34 


ESPN Hockey NOW $29 
FIFA Soccer '97 Gold NOW $52 
Genesis Nomad Sys NOW $169 
Head-On Soccer NOW $34 


Liberty or Death 
Lost World 


NOW $39 
NOW $44 


NBA Live '98 
NHL Hockey '98 
Popful Mail 
Ristar 

Skeleton Krew 


NOW $52 
NOW $49 
NOW $22 
NOW $24 
NOW $39 


Tecmo Super Bowl 3 NOW $29 


Madden '98 

NOW 

$52 

Ultimate Mort Komb 3 NOW 

$49 

Lunar 

NOW 

$34 

Ultimate Mort Komb 3 NOW 

$49 

Marvel Super Heroes 

NOW 

$49 

WWF Arcade 

NOW 

$52 

Lunar 2 

NOW 

$49 

Weapon Lord 

NOW 

$19 

NBA Live '98 

NOW 

$52 

Zelda 3 

NOW 

$34 

Madden '98 

NOW 

$49 

World Series BBall 98 NOW 

$46 

VIDEO GAMES: NINTENDO 64 


VIDEO GAME HINT BOOKS 

Aerofghtr Asslt 

01/98 

$59 

Legend of Zelda 

03/98 

$79 

Albert Odyssey 

NOW 

$7 

Hexen 64 

NOW 

$12 

Blast Corps 

NOW 

$62 

Lost World 

12/97 

$76 

Breath Fire 3 

01/98 

$11 

Legend of Zelda 64 

04/98 

$13 

Bomberman 64 

12/97 

$59 

MK Myth Subzero 

NOW 

$76 

Castlevania Surv Gde NOW 

$12 

MK Mythologies 

NOW 

$10 

Clayfighter 3 

NOW 

$69 

Mace: The Dark Ages NOW 

$64 

Croc 

NOW 

$12 

Nightmare Creatures 

NOW 

S12 

Diddy Kong Racing 

NOW 

$56 

Pilot Wings 64 

NOW 

$69 

Dynasty Warriors 

NOW 

$12 

Nuclear Strike 

NOW 

SI 2 

Doom 

NOW 

$72 

Star Fox 64 

NOW 

$69 

Extreme G 

NOW 

$12 

Ogre Battle 

NOW 

$12 

F-Zero 64 

02/98 

$76 

Super Mario 64 

NOW 

566 

Fighting Force 

NOW 

$12 

Star Fox 64 

NOW 

$10 

FIFA Soccer '98 

12/97 

$65 

Super Mario Kart R 

NOW 

$59 

Final Fantasy VII 

NOW 

$14 

Vandal Hearts 

NOW 

$12 

GEX 2 

01/98 

$69 

Yoshi's Island 64 

02/98 

$69 

Golden Eye 

NOW 

$11 

Wild Arms 

NOW 

$14 

BOARD GAMES 


COMPUTER GAMES 

Age of Renaissance 

NOW 

$42 

Lionheart 

NOW 

$35 

Bugriders 

12/97 

$40 

SpecOps 

NOW 

$48 

Axis & Allies 

NOW 

S35 

Lunch Money 

NOW 

$16 

Daikatana 

03/98 

S49 

Take No Prisoners 

NOW 

$45 

Battletech 

NOW 

$21 

Rats 

NOW 

$24 

Dark Frees Jedi Mssn 01/98 

$32 

Tomb Raider 2 

NOW 

$49 

Car Wars Deluxe 

NOW 

$21 

Robo Rally 

NOW 

$33 

Dark Frees Jedi Knght NOW 

550 

Twisted Metal 2 

NOW 

$44 

Die Hanse 

NOW 

$55 

Settlers of Catan 

NOW 

$30 

Dark Vengeance 

03/98 

$45 

Unreal 

NOW 

$43 

Empire Builder 

NOW 

$25 

Titan: The Arena 

NOW 

$17 

Hexen 2 

NOW 

$47 

Blade Runner 

NOW 

S53 

Grand Prix 

NOW 

$19 

Warhammer 40K 

NOW 

565 

Nighmare Creatures 

NOW 

S40 

Curse of Monkey Isle NOW 

$39 

Hobbit Adventure 

NOW 

$29 

Warhammer Fantasy 

NOW 

$65 

Quake 2 

12/97 

$43 

Baldur's Gate 

NOW 

$48 

Knightmare Chess 

NOW 

$13 

Warhammer Quest 

NOW 

$65 

Shadows of Empire 

NOW 

$51 

Fallout 

NOW 

S45 

! COLLECTIBLE CARD GAMES 


ROLE PLAYING GAMES 

Battletech Booster 

NOW 

$2 

MTG Visions 

NOW 

52 

AD&D DM Guide 

NOW 

$20 

Fading Suns 

NOW 

$22 

Battletech Starter 

NOW 

$8 

MTG Weatherlight 

NOW 

$2 

AD&D Monstr Mnl 

NOW 

$20 

GURPS Rulebook 

NOW 

$20 

MTG 5th Ed BP 

NOW 

$2 

Middle Earth Wzrd BP NOW 

$3 

AD&D Player Hdbk 

NOW 

$26 

Heavy Gear 

NOW 

S25 

MTG 5th Ed SD 

NOW 

$7 

Middle Earth Wzrd SD NOW 

$9 

Bubblegum Crisis 

NOW 

S20 

Palladium Fantasy 

NOW 

$20 

MTG Chronicles BP 

NOW 

$1 

Star Trek Starter 

NOW 

$8 

Call of Cthulhu 

NOW 

$18 

Rifts 

NOW 

$21 

MTG Mirage BP 

NOW 

$2 

Star Trek TNG SD 

NOW 

$7 

Changeling 

NOW 

$21 

Robotech 

NOW 

$11 

MTG Mirage SD 

NOW 

$8 

Star Wars SD 

NOW 

$7 

Cyberpunk 2020 

NOW 

$17 

Shadowrun 

NOW 

S20 

MTG Tempest BP 

NOW 

$2 

X-Files BP 

NOW 

52 

Deadlands 

NOW 

$26 

StarWars Revised 

NOW 

$25 

MTG Tempest SD 

NOW 

$8 

X-Files SD 

NOW 

$9 

Earthdawn 

NOW 

$18 

Traveller 

NOW 

$24 


‘TIME CRISIS’ Blast through the original arcade hit, with 
an all new shooting scenario. Comes with the most 
accurate gun available for PlayStation, which has a but- 
ton allowing you to escape incoming bullets, not just 
absorb them. 

Namco (Shooter) 

Release Date: NOW PSX $52 

‘TOMB RAIDER 2’ Lara’s back, and better than ever, 
with new moves, a new underwater environment and a 
whole new arsenal. Explore huge, exotic platform-based 
3D environments around the world, solve puzzles and 
kill baddies. 

Eidos (Adventure) 

Release Date: 11/97 PSX $49 

‘BREATH OF FIRE III’ Immense environments allow 
viewpoint rotation to reveal hidden pathways, items, 
secrets and powerups. Find the secret of the Dragon 
shrines or become an apprentice to learn magic and 
special abilities 
Capcom (Roleplaying) 

Release Date: 1/98 PSX $44 

‘POWER WHEEL’ was designed to bring realism and 
playability to the video game player. Provides smooth 
four direction shifting. Brake and gas pedals provide a 
realistic feel and are ergonomically designed to be used 
either sitting or standing. Steering column can be 
adjusted for correct height. 

Game Source (Hardware) 

Release Date: NOW PSX/SAT $56 

‘SEGA AGES’ The hottest hits of the 80’s arcades are 
finally available on a home system. On a single cd, ‘Sega 
Ages’ features the blasting sci-fi madness of ‘Space 
Harrier’, the tune-rockin’ tour race ‘Outrun’, and the top 
gun action of 'Afterburner II'. 

Working Designs (Bundle) 

Release Date: NOW SAT $40 

‘MAGIC KNIGHT RAYEARTH’ Three Japanese school- 
girls must save a Princess to restore peace to the land. 
Breathtaking animation with over 90 minutes of audio. 
When you talk to characters in the game, they reply! 

Working Designs (Roleplaying) 

Release Date: NOW SAT $52 

‘MLB FEATURING KEN GRIFFEY JR. N64’ comes 
packed with over 1500 motion-capture animations and a 
stadium full of stats. Pinpoint control and a fistful of 
specialty pitches. Four modes of play, including exhibi- 
tion, half or full-season, Pennant race, or World Series. 
Nintendo(Sports) 

Release Date: 3/98 N64 $74 

'GOLDENEYE 007 ’ Look and shoot in any direction as 
you navigate 12 interactive 3D environments. Use 
stealth and force as you see fit in matters of national 
security. Battle intelligent enemies with numerous Q 
gadgets and weapons. 

Nintendo (Adventure) 

Release Date: NOW N64 $69 

‘DELUXE DIPLOMACY’ Set in pre-WWI Europe, each 
player takes on the role of one great power and through 
careful strategy and even more careful negotiations, 
seeks to dominate the continent. Winning demands the 
ability to survive in the mix of shifting alliances, com- 
promise and cooperation, and double-dealing. 

Avalon Hill (Board Game) 

Release Date: NOW BG $42 

‘MAGIC THE GATHERING 5TH EDITION’ This deck 
contains 60 tradable game cards, randomly assorted, 
plus a rule book. Each player must have a deck. This 
deck may be enhanced with more cards sold in 
booster packs. 

Wizards of the Coast (Card Game) 

Release Date: NOW CG $7 

‘DEADLANDS’ The year is 1876, but the history is not 
our own. In this Weird West Roleplaying game, players 
take on the roles of hexslinging Hucksters, Mad 
Scientists armed with weird, steampunk gizmos, 
deadly Gunfighters, fearless Indian braves and wizened 
Shamans. 

Pinnacle Entertainment (Pen/Paper RPG) 
Release Date: NOW RPG $26 
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here are few things that 
are certain in an 
i i industry that gives its 

consumers so much 
choice and variety. One 
of those rare certainties is 
that the Sony PlayStation is the 
absolute best system for sports 
gamers, bar none! Like the 
Genesis before it, the 
PlayStation simply has 
the software. 

Major game makers 
like EA, Sony, Konami, 

Interplay, Acclaim, Midway, 
and Radical Entertainment 
are dedicating their time and 
effort on making sports games 
for the mighty grey box. The com- 
plete support of the system means 
that there are more choices in every 
sport than on any other system. 

With choice comes decisions, but 
once the occasional bad game is 
weeded out, the PlayStation offers 
a healthy lineup of titles in 
every sport. 

While Sony and EA are cur- 
rently the big two on the 
PlayStation, ramped up budgets and 
technology give hope to new efforts 
from the others. Radical 
Entertainment (makers of NHL 


Powerplay) has teamed up with 
Disney (ESPN) to start a completely 
new line of sports games. Interplay 
is working the bugs out of the 
incredible 3D Messiah engine to be 
used in its next football and base- 
bail games. Midway is putting its 
considerable resources to 
work in hopes of get- 
ting a piece of the 
lucrative sports 
pie. Konami con- 
tinues to upgrade 
its impressive 
sports line-up 
and is finally 
starting to put in all 
the stats and options 
American gamers expect. 
Finally, Acclaim is taking advantage 
of developers like Iguana, 
Sculptured, and Probe in hopes of 
making their mark. 

Sure many of these games 
may appear in one form or another 
on the N64 or PC, but they are all 
being developed for the PlayStation 
first. To gamers, this means if you 
want the best sports machine 
around for this year and the years 
to come, the PlayStation is the only 
choice to make. 
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NCAA GAMEBREAKER ‘98 - 

They fixed the mighty 
Gameday ‘98 and threw in 
college teams! How can you 
go wrong? 




NBA IN THE ZONE ‘98 Better 
graphics, better Al, and a 
deeper one-player game spell 
success for this one. 




VR BASEBALL ‘98 - Last year’s 
game lacked in many areas, 
but borrowing Dave Perry’s 
mind-boggling 3D engine 
could spell doom for the other 
games on the market. 



nhl ‘98 - There are four (yes, \ 
four) great hockey games on 
L the PlayStation; this just hap- 
\ pens to be the best. 


nba in the zone 2 - The new 

round of hoops games aren’t 
L here yet, but the great two- 
\ player game here should 
\ hold you over. 


NFL GAMEDAY ‘98 - In a word 
absolutely astonishing (OK, 
that was two, so sue me) 


mlb ‘98 - Still not up to World ^ 
Series Baseball standards, 
i but Sony’s latest effort 
\ showed great improvement. 
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BEST OF PLAYSTATIOn 
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SOOT 


I Now everyone I 
|who plays wins| 
a free six 
month 
magazine 
subscription!! 

I You can't lose! I 
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[PlayStation,. 
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You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 
but it's only the start. Each of five more puzzles get a little harder. But this time it's all 
up to you. Stay in to the end with the highest score and the gear is yours. 
With whatever options you want Do you have what it takes? Then play to win! 

Computer Contest. Win a blazing fast computer with 300 Mhz MMX 
Pentium II, 32 meg. RAM, 4 Gig. HD, 24X CD-ROM, Windows 95, modem and more! 
Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Sony Playstation w/ ASCII control pads; Sega Saturn; Game Boy Pocket; and 
Nintendo 64! Get all four or trade the ones you don't want for CASH! Bonus options 
include: 33 inch monitor, SI ,000 in games, cash, accessories and more! 


Media Rig Contest. The Ultimate Gaming Environment, 60 inch monitor, 
130 watt receiver w/ Dolby Digital Surround Sound, and all components shown. 
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 

We’re talkin’ GAMING HEAVEN! 

Directions. Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint use the Mystery Word Clue. 

In the future. There will be four more puzzles at S2.00 each and one tie- 
breaker at S1.00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don’t know how many will play but typically 55% will have the 
highest score possible score to Phase 1, 43% to Phase II, 36% to Phase III, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
split the value of the grand prize they are playing for. 


Mystery 

Word 

Grid 
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Vies! 


Name 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 

□ ($3.00) Video Game Contest 

□ ($3.00) Media Rig Contest 

□ ($3.00) Computer Contest 

□ ($5.00) SPECIAL! Enter them all (SAVE $4.00) 




Address 


WORD LIST and LETTER CODE chart 

PINCH W PRESS K BLAST A WRECK D 

BREAK Z PUNCH S SPRAY C TURBO V 

STOMP T STAND R PRESS E DREAM. ...O 

CRUSH I SCORE H SLANT L CHASE P 

MYSTERY WORD CLUE: 

WORLD RULERS HAVE IT AND IN THIS CONTEST XQU HAVE IT 


City 


State 


Z»P 


|r35P SEND CHECK OR MONEY ORDER TO: 

PANDEMONIUM, P.O. BOX 9045 


IID WHERE PROHIBITED • ENTRY 


GRESHAM, OR 97030-9045 

JEADLINE: POSTMARKED BY FEB, 21 ST, 1991 
under 30 years old to win. Employees of Pam 
ble for lost or delayed mail. Open to residents 
st Winners Ust and Official Rules by writing 


magazine, have no affiliation with this contest © 1998 Pandemonium Promotions, Inc. 


5 • ENTRY FEE MUST BE INCLUDED 
jemonium and its suppliers are ineligible, 
of the U.S. and Canada. Offer not open to 
Pandemonium Rules, 2870 NE Hogan Dr. 
npanies who, along with this 








CHECK YOUR 
LOCAL LISTINGS 
FOR DATES 
, AND TIMES - 


Tricorn Pictures Presents 


Happy Holidays 

A Feature of the American Living Revision Series 

TUNE IN TO HAPPY HOLIDAYS FOR 
EXPERT INFORMATION FROM THE FOLLOWING: 


little like/ 


fun that lasts 


Whether you are looking for a 
great PC gift idea or enjoy creating 
fantastic cards, calendars, and 
posters as gifts, MGI PhotoSuite is 
the complete PC photography 
software that lets you do more "to" 
and "with" your photos on a 
computer. For information 
call 1 -888-MGI-SOFT. 


Learn about some great gift ideas 
for toddlers from Little Tikes®; 
makers of durable, developmental 
toys for boys and girls that are 
designed for active and 
creative fun that lasts™] For 
information call 1-800-321-0183 
or visit our website 
at: www.littletikes.com 
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Madden ‘98 - EA’s big gun has 
been shot down by Gameday ‘98 
V on the PlayStation, but on the 
\ Saturn there is simply 
\ no competition. 


ell, if you’ve already 

W read the system 
analysis, then you 
know that the Saturn 
isn’t in an enviable 
position. Despite all of that, 
the Saturn is still a strong second in 
sports gaming, mostly because it is 
the only system that plays host to 
the impressive World Series 
Baseball ‘98. That game is 
so good that I bought a 
Saturn for my home just for 
that game. 

Aside from WSB ‘98, 

Sega has put together a nice 
package of sports games in 
nearly every sport. World Wide 
Soccer ‘98 isn’t a huge improve- 
ment from last year, but it is 
another great game that offers 
loads of two-player fun. Another 
move that showed Sega cares for 
their sports gamers was publishing 
Radical’s NHL Powerplay ‘98 under 
the NHL All-Star Hockey name. It’s 
no longer the best hockey game 
available, but it’s still a great game 
that plays just as well on the 
Saturn. NBA Action ‘98 is a huge 
improvement from last year’s b-ball 
game, but still can’t compete with 
the big guns on the PlayStation. 
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In the year to come, Sega will 
continue to put out sports games for 
the Saturn and several of them will 
be the best around. I can almost 
guarantee that World Series ‘99 is 
going to be the best baseball game 
around, after all, it has been ever 
since ‘94. However, the real 
promised land for Sega 
fans is the Dural 
system. If this new 
machine is all it’s 
cracked up to be 
and Sega lines up 
the right 
developers, then 
sports games could 
really jump to a new 
level. For now though, we 
must live with what we have, and 
Saturn owners aren’t bad off when 
if comes to sports games. Just 
thank God you didn’t buy that N64! 


WHAT’S nexr 






VIRTUA STRIKER 2 - With Dural 
in the wings, it’s hard not to get 
excited about the possibilities 
for sports games. We could do 
worse than to get something 
that looked like this. 


WORLD SERIES BASEBALL ‘99 

Duh! This ones a no-brainer. 
They release it, we buy it, and 
every single year, we love it! 




is? 




NHL ALL STAR HOCKEY ‘99 - 

There is no news on whether 
Radical is planning on doing 
Saturn sports games, but the 
company’s love affair with the 
Saturn bodes well for gamers. 


B€ST OF SATURn 


NHL ALL-STAR HOCKEY ‘98 - 

You could do a lot worse 
l than this for a fast-playing 
\ deep hockey simulation. 


nba action ‘98 - Visual ^ 

Concepts has produced a 
i fine game that is still lacking 
\ in many respects, but overall 
\ is enjoyable. 


WORLD SERIES BASEBALL ‘98 - 

The best baseball game 
around. The only difference 
is that this one reinvented 
the genre as well. 






International Superstar Soccer 64, 
which showcased the power of the 
N64 and made me realize how good 
their sports games could be. Then I 
heard news of QBC 64 and Madden 
64 coming out as well. This looked 
like the big sports breakthrough for 
the N64, however, both games were 


big disappointments and still leave 
some questions about the viability 
of the N64 as a sports machine. 
Nintendo’s own Ken Griffey Jr. 
Baseball has been constantly 
delayed and hasn’t looked very 
good at any stage, meaning third- 
parties are going to have to cover 
the sports genre. The good news is 
that Acclaim, Midway, Konami, and 
EA are all planning to fully support 
the N64 in ( 98. What this means to 


gamers is that, by next year, there 
will be another half-dozen N64 
sports games. Hopefully, the games 
will follow in the sound footsteps of 
ISS64. 

I wouldn’t buy an N64 for 
sports games, but if you’ve already 
got one, then the good news is that 
help is on the way. 


t this same time last 
year there were 

[■1 

I i sports games for the 
N64. Now there are 
still very few, but the 
games are coming. 

The bright spot has to be 


MADDEN 64 - The disappoint- \ GRETZKY 64 - Mostly an arcade 
ment of Madden 64 and QBC \ game last year, the sequel 
i 64 was great, but with another \ promises a better simulation. 
\ year of development, we could \ 

\ see some real improvement. \ 


NBA IN THE ZONE 64 - Using Tea 
the muscle of the N64 for a b- 
V ball game should make for one 
\ good-looking basketball game, 
\ but only time will tell. 


INT. SUPERSTAR SOCCER ‘98 - \ 

Glorious polygons, smooth anl- ' 
mation, and the best soccer Al 
this side of the ocean make 
this the lone star for the N64. 
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he PC has long been 

1 m known as your dad’s 

sports machine. You 
know, the games 
were all about man- 
agement and stats. As of 
right now, that is still the case for 


erator cards, faster machines, and 
online capabilities, the future could 
be very different. 

The only arcade style sports 
games for the PC are ports of EA’s 
sports games and, while they aren’t 
bad, they simply don’t have the 


most games, but with the 3D accel- smooth look or control of the con- 
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sole versions. If developers start to 
take advantage of the 3D cards, 
there is no reason why the graphics 
in PC sports games shouldn’t be the 
best around. Couple that with all the 
online tournaments and leagues 
that are waiting to form once a wor- 
thy game is available and you can 
see why the PC is dying for a killer 
sports app. 

Currently, there are still some 


great sports simulations on the F 
but the depth, realism, and Ai 
haven’t improved much since sev 
years ago. My advice to the 
makers of PC sports games is either 
go ail out for an incredibly realistic 
sim or make an excellent playing 
arcade game. And please, stop try- 
ing to put them both into one just to 
come up with a watered down ver- 
sion of both! 


MADDEN ‘98 - Still the best 
football game on the PC, 
Madden ‘98 just looks miser 
able compared to other PC 
games, like Quake 2. 


NHL ‘98 - EA has struck gold \ VIRTUAL POOL 2 - This is the 
again, with the best-looking \ next best thing to a smokey 
, hockey game. However, the \ bar. A couple weeks of Virtual 
\ control still isn’t up to par with \ Poo! 2 really does improve 


ALL STAR BASEBALL - Acclaim 1 
and Sculptured are using the 
L 3DFX chipset to ensure that 
\ Frank Thomas does better on 


the PC than he did on console 


your game. Check this one out 




The January issue is gonna be chock full of 
strategies for all those great games you just got. 
We’ll cover games like Crash 2, Jedi Knight, San 
Francisco Rush, Diddy Kong 
Racing, and Dead or Alive, 
just to name a few. But 
wait! There’s more... 


so Fearless predictions^) 


It’s time to dig the old crystal ball 
out of the closet and take a look 
at what may be the future of 
gaming. Remember, the truth will 
always be stranger than any 
fiction we could make up! 


With the release of Final Fantasy 
VII, the RPG genre has found new 
life and many new fans. Explore 
the future of this popular genre 
as we uncover the shape of RPGs 
to come! 


Luha is mare evil ? 


Vie can’t decide. Is it Bill, 
Roger, or the Coconut 
Monkey? We’ll let you 
decide as we uncover 
more of the Coconut 
Monkey’s diabolical life. 


the future of arcades 


1 




What does the future hold for 
our quarter-munching friends? 
ULTRA Game Players takes a 
look and delivers a prognosis on 
the health of the industry. 
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http: //www. ultragp.com 
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™, ® and the "N” logo are trademarks of Nintendo of America Inc. ©1997 Nintendo of America Inc. www.nintendo.com. Call 1-800-771-3772 for Game Rating Information. Diddy 
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Our goal is to preserve classic video game magazines so that 

they are not lost permanently. 

People interested in helping out in any capacity. 

Please visit us at www.retromags.com 



> made from these scans, nor do we offer anything 
vailable from the publishers themselves. 



-cross anyone selling releases from 
f support them and do let us know. 


Thank you! 



